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ne Software ( 1 984 } Limited 
Central Street, Manchester M2 5»\S 
Tel: 06 1834 3939 
Telex: 669977 



Imagine Software is available from: J^),WHSMITH r ^3B3Sm.WOOU¥ORTH. LASKYS.Rumbelows. 

Spectrum Shops and all good dealers. 




BOULDER DASH 

One of the great classic games of all time is now 
available to even more of you— Amsfrad and 
Atari owners everywhere can now experi- 
ence the ultimate underground journey. 

Search through the 16 caves, each with 5 
levels of difficulty and collect as many 
jewels as quickly as possible. Don^t forget 
to block the amoebas, transform the 
butterflies, or outmanoeuvre the fire- 
flies — or yoi/ll never get out alive! 

Available September 5th 

Amstrod CPC464 and Atari 48K versions 
back-to-back on one tape at £9.95, 



'Ashkeron is something for everyone: a complex, challenging, 
witty game for the adventurer, and its got pretty pics for the *\ 
zap'em crowd. An excellent game- buy it!'— Home gf| 
Computing Weekly 

It is highly prof essional, sophisticated software... in its 
walls lies a challenge everyone will find interesting and 
rewardina' - Crash Micro 



Available now ror 

Amstrad CPC464 £6.95 
Spectrum 48K £5,95 
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WHh huift-in competition! 



Max well House, 74 Worship Street, London EC2A2EN 

Trade orders to: Pur nell Book Centre, Pautton, Bristol BS185LQ 
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THE WRYOFTHE 





Become a master of this mysterious ancient art: progre 
novice to Tenth Dan and test your strength and discipline. You c 
control your character with either joystick or keyboard - 16 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or compete with a friend. THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The wait is over - you are about to face the 
challenge of a lifetime! "Spectacular, sfartlingly original epic, 
most televisual game I have encountered."- Daily Mail. 
"Quite simply the best program " - Popular Computing Weekly 




UThe graphics made 
my eyes pop out. 
Fantastic sound 
effects, state of the' 
art animation and . 
brilliant game play. I 
'One of those games that 
you can get out time and 
time again 

ZZAP 

{{Brilliantly designed and 
animated. The sound and 
brilliant music adds to the 
realism with pre-punch 
grunts and thwacks as you 
hit the ground. !! 

COMMODORE HORIZONS 

tf Mel bourne House's Fist 
is the most realistic and 
enjoyable computer 
combat games yet. 7 J 

YOUR COMPUTER 

WTruly spectacular, 
superb animation. One of 
the best games.W 

COMMODORE USER 

MA blockbuster in all 
senses of the word. The 
graphics are just right, the 
sound is great too. Quite 
simply the best program 
IVe seen.W 

POPULAR COMPUTING WEEKLY 

((Spectacularly startling 
original epic. One of the 
most 'televisual' games 
IVe encountered .« 



DAILY MAIL 

The graphics and 
sound are terrific and the 
only thing that stops this 
game short of total realism 
is blood .W 

ZZAP 




MELBOURNE HOUSE 



AVAILABLE NOW FOR THE COMMODORE 64 AND 
AMSTRAD AT £9.95 AND SPECTRUM AT £8.95 
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So here it is at last - the real Amstrad megazine. The one 
you ve been waiting for all this time. The one they never had 
in the newsagent s. Until now. 

Well, youVe made a wise decision m splashing a quid on 
Amstrad Action. Because down here in Somerset a dedicated 
team is working nighl and day to bring you everything you 
need to know - and some more besides - about your 
machine. Games, adventures, business programs, peripher- 
als, news, views, competitions, adverts, misprintsit s aJ] grist 
to our mill. After all. there's not a lot else to do m these parts 
but drink cider and watch the wurzels grow. 

Bui don t be fooled by the rustic address. This magazine is 
actually produced by the latest technology. The quill is dead, 
long live the Amstrad, because that's what we write the 
magazine on, when we can get the electricity Then our 
glorious prose is piped down a speaking tube on something 
called a modem. Back come reams of print-covered paper 
which we lick and slap down on cardboard. Out with the 
box -camera, a few hours of exposure and then it's all sent by 
pack-horse to a printer. Only weeks later Arnold-owners aU 
over the country are fighting to gel at copies of Amstrad 
Action. 

Not a bad wheeze, is it? We certainly hope you get 
something out of it too, as well as a cheap laugh. An 
entertaining read, perhaps. Some useful info. . Authoritative 
opinions on games and biz progs (yes, that's what we call 
rhem). Latest news on the newest products. As well as 
competitions, subscription offers and a special mail-order 
deal, And remember - this magazine is written on the 
Amstrad, for the Amstrad, by the Amstrad Action team. 
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NEXT MONTH'S Amstrad 
Action is out OCTOBER 
iOth. Don't miss tti! 



Art Editor Designs the magazine 
pastes ii up. draws pretty pictures! 
Recently left Bristol, where he was 
something of a pool shark Maybe 
thai ft why he's always caring a 
*aJP*J. Adores the countryside 
and Uves m a picturesque cottage 
overlooking a petrol station fore- 
court. 

ReAction needs YOU ! 

Controversy OWraje Indignation" 
A«» Praise li woujdm be a 

computer mag without [hem. (Jn. 
fortunate there s of that <» , 
our tetters page uiis . 
b^rause we haven't qo. a ienerl 
page yet But ne* month W e start 
rue astounding ReAction. where 
you. rife waders yet the chance to 
express your praise, abuse in- 
dignation eic etc 

And ihere* an added attraction 
-writers of the letters we think are 
the most entertaining will ^i, 



Software Edi.or Heirtew games 

,~k „' B3l Z «P Fervent invert 
to the Amstrad Comes from Kent 
where he was winner of the 
Orpington Grotesque T-Shirt 
Award three years running He's 
stuJ running, they're still after turn 
Boh wields a rufty joystick bui has 
trouble with a knife and fork, In his 
spare time he ukes to relax from a 
hard day reviewing computer 
games by... playing computer 



receive a FREE PIECE Of* SOFT 

for (he Amstrad fto 
bad ofler. eh' 

We really woukl like to few 
from you It gets lonely down here 
in the country And if you can read 

-Sit C £ n J 5 ** We yoa an "we as 
g« So u won t be too drifted ^j, 

The address to scrawl to 
- ReAcnon. Amstrad Action, Vale- 
side. Wesi Streei, Somerton. 
Somerset TAJ I 7PS 



The AATeam. 





Publisher and Proprietor. Thai 
means he owns (he magazine and 
gets to pay all die bills, appear m 
conn, get his mug shot ai the top of 
Uteust. etc. A hard taskmaster but 
underneath he's just a hard task- 
Wr. The Ayatullah, as he's 
affcuonatejy k ™«™. « the former 
editor of Persona/ Computer 
Ganws and Zrap/ $4 but has now 
seen the error of his WaVs and 
reaped thai owning magazines 
makes more sense ihan editing 
them, Heroes; Robert Maxwell 
Rupert Murdoch. 



Editor. Anoiher vereran of PCQ 
but much more grizzled than the 
others Tells Bob Wade what to do 
after Mr. Anderson has told him 
what lo do. Wri.es stuff like (his 
tJie man who put the apostrophe 
back m Bob Wades reviews 



AH the latest action in the wor d of Amstrad micros 



THE AMSTRAD 

DOUBLE 




uoswn* - «d the pro* CPC8128, the if* ^ zfiOA 

The fix* ol th* w-etaj* (he us , ffi based on the b^ks, 

proc**** JtTS dif*^*» ■** ^ r'to runs CP« 
feature * *£2JTl£ ™* «*SJ2^Sffi 10 * *** 

allowing * 1*19* n * com parible ™ h pcWB2S6. a 

the second - j^rad boss W»« wr 

bupness package *1 to « J" ^ £460 tha buyer ocMHB0 

keyboarf *JJ~ The machine has rw> colour 
compatible « lh **fl7 llHS jounce menu ot J"jrj CPCeM has been 

ditched. IX to. •£"£?2 a leap in ^hnoloOY, ^ w 



PCW 8256 -The Spec. 



CPC6126-The Spec. 



The 6126 is slimmer and 
altogether more stylish than ihan 
the 664 The disk unit is much 
smaller and is not raised so high 
above the keyboard. The keys are 
now in plain while and have been 
slightly re-arranged Function 
keys are now at the top, while the 
cursors have been moved to the 
bottom Control and Copy have 
both been placed on the left and 
(he Enter key has been put ai the 
bottom of ihe right-hand side The 
keyboard has a much springier 
and more comfortable fe^l than 
the 664 s There are the standard 
cassette toy slick, and Centronics 
interfaces and also the facility to 
add an extra dtsk-dnve. 

What it boils down lo is a 
souped up 664 with an extra 64K 
memory. 



Processor Z80A 
RAM 128K in two swuchable 
banks of 64K 

ROM 48K with Locomotive Basic 
Disk 3 inch 

Operating System CP/M Plus and 
AMSDOS 

Keyboard: 74 keys. QWERTY 
layout 

Sound:3 voices, 8 octaves 
Display:?/), 40 or 80 columns 640 x 
200 pixels max 

Connectionrjoystick. cassette, 
stereo sound, printer, expansion 
port, extra disk drive port 
Prica:£299 with monochrome 
monitor, £399 with colour monitor 



The PCW 8256 is definitely not a 
games machine', in the words of 
Alan Sugar It has no colour, no 
sound and no software compatible 
ty with the other Amsirads Its 
main selling-point is that it is a 
■fall function word processing sys* 
tern , and lo this end Amstrad have 
developed LoooScripi - a word 
processor program which comes 
with Ihe machine This runs on 
'pull-down menus and offers cut 
and paste facilities, simultaneous 
editing and printing, and one- 
stroke entry for a variety of cursor 
rnovemeni. 

Like ihe 6128, the PCW is an 8 
bit machine using Hie Z80A chip. 
Bui n has 2SGK of memory, 112K of 
which is used as a RAM-disk - a 



fictitious disk drive - lo store 
informalion extremely quickly 
while programs are running. 
Again Uke the Si 28 it runs CP/M 
Plus and so can use a wide range 
of business programs Amsoft 
themselves are offering 
SuperczlcS for £49. 

The package comes m three 
sections - monitor, keyboard and 
printer - all of which are in while 
rather than Amstrads traditional 
black, plastic The monitor is lar- 
ger than usual, allowing a 90 col- 
umn by 32 line display The 
keyboard has a very responsive 
fee! and is connected to the mom- 
tor by a angle 'curly cord'. The 
dot-ma Irix printer has tractor fe&d 
but can handle single -sheet op- 



eration and is capable of reason- 
able quality print A 3 inch disk- 
drive ts built in lo the monitor, and 
underneath is space for Ihe inser- 
tion of a second drive to bring iota l 
storage capacity up lo one mega- 
byte 

Processor:Z80A 

RAM:25GK - 1 12K as RAM-disk 
Software included:LocoScript 

word-processor. DR Logo. 
GSX(Graphics System Extension) 
Disc:3 inch Space for a second 
drivn 

Operating System; CP M Plus 
MonitorGr€K?n screen, 90 x 32 
display 

Pnnt*r.20cps near letter quality. 90 
cps draft quality 
Price£399 plus VAT(15%) 



mmj: 

Thanks foi ihe 

big ftfUMgh. 
(And hut you fad 
vi Antral Affitton) 



IMS 
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SUGAR SPEAKS 

On the 6126 'It's i slighiiy more 
serious machine. Yon can use it for 
senous business or tor some staj 
adventure, it will run things kk« 
Supercalc It's definitely not A 
hockey Mouse machine 
On why be has no plans tc make a 
36 Bit machine Because no-one's 
explained to me yet why t should.' 
On the Amstrad philosophy 
J We're commercial, we're in- 
terested in volume saies We're 
not interested in getting coverage 
in the computer mags as state -oE- 
the -an technology. It doesn 1 put 
money in the bank 1 



On market Share 'We've got about 
25% of the market, but Tm not 
really interested m market share. I 
could have 100% of the marker in 
thuruVie holders but it wouldn't 
make me any money, would irT 
On the 464 \..the machine that 
everyone knows and loves - repu- 
tedJy used by a well-known 
vacuum manufacturer to stock - 
control his cars/ 

On usei friendliness The PCW 
8S26 comes with two manuals 
which allow even a wally like me 
lo operate if/ 



The software reaction 



The initial response of the sorrwaie 
houses to the new machines has 
varied from the enthusiastic to the 
lukewarm One oompany went so 
far as to express downright 
annoyance at the axing of the 664. 
a sentiment doubtless shared by 
many owners of that machine 
Most hoiises. though, are adopting 
a cautious approach - ihey re in- 
terested by the extra memory, but 
don i want to sacrifice compatibil- 
ity with the 464 

Melbourne Hcrks Paula Byrne 
summed up the general feeling 
when she said of the 6128. At the 
moment we have no plans Well 
see how it sells and then Grem- 
lins lan Etewan <vas more optimis- 
tic, 'll opens a new field' he said 'It 
should stimulate Ear better games 
- not neoessanty bigger, bui cei- 
tamly better ' 

Tasksets Paul Hodgson was of 
the same mind saying trjpt more K 
would mean larger adventures 
and better graphics in arcade 
games. But he was disappointed 
by the technology They could 
have gone a tot further They've 
missed an opportunity fbr new 



graphics and sound chips Taskset 
have no immediate plans to de- 
velop games specifically tor the 
6128 

Software houses producing 
more serous programs were more 
excited by both machines. John 
Campbell, author of CarnpbeE] 
Software's Masteiiile and Master- 
calc. said that She 6326 sounds 
terrific horn the punters point of 
view and added that he might 
well enhance his programs to take 
advantage of Lhe extra memory Of 
the 5286 he said It sounds very 
exciting I wouldn't hesitate to 
wnte for it Simon Howarth of 
Tasman - producers oi Tasword - 
felt that the company would 
seriously look at the possibility of 
wniing a version of Tasword spe- 
cifically for th^6128 Mictopow 
er s Bob Simpson was also keen 
We II be looking to do versions of 
Superpower on both the new Am- 
strads , he said 

One person who doesn't have an 
□pinion yet is Activision's Clare 
Trotter, who said 'It would have 
been nice if Arnstrad had invited 
us to the launch 



The Showbiz Factor 



Jn keeping wi(h a venerable 
tradttoa Arnstrad launched the 
new mactiFnes at a showy press 
conference n centra; Loncon 
complete with a 'personality" to 
guide trie assembled hacks and 
dealers through the details. They 
Chose newsreader Richard 
WMmore, perhaps hoping thai 
someone from the BBC would 
make us think we were listening to 
I he Nine OCtock News ralhef 
than a PR exercise 

Whitmore stood at a lectern at 
one side oi the stage and started 
off by taking us !hrough The 
Amstrad Story or How a 
manufacturer erf perspex hi-fi 
turntable lids became a company 
wrth a E 100 rnrtkjn turnover Alan 
Sugar was introduced. lo a Apple 
of applause He told us about the 
6128, announced ffte 464 price- 
cuts, and then sefi 

Back to Mr WMnwe. who now 
engaged in a diaJogue with a 
succession of actresses 
pretendirg to be Amstrad $ 
computer competitors m the small 
ousirtess stakes The first was a 
charming, if rather scaity, young 
lady who feft the stage with a flea 
in her ear when we found out 
she d cost £5,000 Far too 
experrstve. 

On came Charlie Chapfin, a 
man who advertises JBM 
computers, but who was here 
impersonated by a woman As far 
as we could tell He/she remained 
silent, white Richard Whitmore 
ruthlessly discovered that IBM 
were also a bit pricey Exit 
Change speechless 

The next contender was a 



cheeky cockney lady who toW 
some jokes while flutterrng her 
eyelashes She"s always breaking 
down, ancr she doesn't have a 
servicing contract She had to go 

Then on to the stage walked the 
embodiment of the efficient 
secretary - smart business-suit, 
hair swept back, owhsh specs 
She seemed a bit stuck-up at fsrsl, 
but soon melted enough to make 
a lew jokes - 'Mr Sugar, he's 
such a sweetie. ' li quicWy 
became obvious that she was the 
new Amstrad. the PC8256. 
nicknamed Joyce - after Alan 
Sugar s secretary 

As Joyce warmed to the task ot 
telling us her specifications she 
began to relax First she took off 
her glasses. Then she undid her 
nbbon Her long hair, (ree at last, 
tumbled over shoulders By this 
time the audience were on the 
edge of their sears. Where would 
she stop? 

Wei], she slopped nght there 
and was replaced by a vttfeo in 
which people from atf walks of life 
e*p&ained what they wanted from 
a computer All of them had 
mrcrophone wires trailing from 
their ears. Many seemed to have 
French accents, but that didn't 
stop them from saying chetr piece 

Alan Sugar then returned to 
give details of the 8256 and to 
explain why el's a revolutionary 
product 1 . Questions were asked 
answered, and finally the 
audience filed out to get Iheir 
hands - at lasl - on the 2D or so 
machines which had magically 
appeared outside 



Wizard catch 
the Bus 

Wizard's Lair horn Bubble Bus 
should magically be appearing m 
the shops with Pot Hole Pfete trying 
to escape from 250 screens on 
seven levels He has to collect the 
four pieces of a golden lion in the 
treacherous depths of a subterra- 
nean cave network You can sum- 
mon up this wizard for £8.95 on 
cassette 

Slap Happy Anirog 

Step Shot from Anuog is an ice 
hockey simulation thai puts the 
player on ice in a one or two 
player game Trma is a game 
based on the board game Tnwai 
Pursuit Both titles should be buz- 
zing about the local computer 
store at the moment Siap Shot is 
only £7 95 white Trivia is £9 95 

Coming from Anirog in October 
are SASide, a football game wirh 
penally shoot-om or 10 minute 
game, and )ump Machine, a 
games cteigner with several pre 
recorded games and lots of op- 
lions for redesigning 




DM Returns * 

Danger Mouse is saving the world 
again, this time from a plague of 
whoopee cushions produced by 
the factories of Baron Silas Green> 
back. DM has to shut down the 
eleven factories located in a maze 

In Danger Mouse Making Who- 
opee! the Joveable rodent has 
more of a starring role than in the 
previous game (big-headed 
mouse probably wants more 
money too) Creative Sparks say 
the garnepiay is much improved 

DM and company should be in 
the shops m October, when you 
can buy some whoopee for £9.35 
on cassette 



veiaon bui ^TZ^ 664s and ^ 
W ih disk dr^ 
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US Gold Bonanza 



The biggest software hotu* In Britain lm tuning its attention to the 
Amatrad - with a vengeance. There are ten titles either programmed 
or under development that will blast onlo tbe market ai the end oi 
Ibis year, beginning of next, 

First out is ftj/d Over Moscow which is once aqam causing quite a siir 
because of its controversial -su b^ci - capping Ihe feds Hard on its heels 
i&Bouflty Bob Strikes Back an mfmiarjngly addictive piriform game 

Lined up (or October is Bruce Lee white m November Dambusters, 
Impossible Mission. Goonies and Return to Oz look stfC to trie the 
Christmas market. Zorro and Beach Head If are also planned to arrive 
early next year If th* weren r enough Amsoft are also releasing the Sega 
wles Spy tfu^fej Tapper, Za on, Up'n'Dowa Sack Rogers and Congo 
Bongo although ihese are si ill being convened 

All cassette versions of the US Gold qames will be £9 95, Arnsoft will 
release the disk versions as well as the 3e<ja titles on boih casseltc and 
disk 

The only gam*? thai may not see the hghi of day is Pole Papuan which 
despite being fully programmed and ready to go. is subject to a legal 
wrangle that is cur rem ty preventing its release 

You can now pause for breath and try to take all that lot in Ii looks like 
US Gold are throwing down the gaunt lei to the other software houses for i 
domination on the Amstiad 



Which Doctor on 
Who's Machine 

A litile time-travelling birdie tells 
us that despite temporarily dis- 
appearing from our TV screens 
Doctor Who is abour to appear in 
gbnous Arnstrad graphics Micro- 
power, in association with the 
BBC. are inimortahsang ibe good 
doctor in his own bit of time space 
RAM - Dr Who and the Mines of 
Terror 

According 10 Micropower ibe 
game takes place in 'a massive j 
playing area' and is a kind of 
adventure with aica.de graphics It 
will come with a map to help the 
doctor and his friendly robot find 
their way through the reactor, the 
conservatory *nd many oi her 
areas Numerous opponents are 
promised, but behind the whole 
business is the arosier Master 

Release is planned for October 
10th, bui you might have to bo a 
Tune Lord to afford it - £14 95 on 
cassette only 



Arnold Alive 
on Arrival 

AmrtTad have released figures of a 
recent survey on computer re- 
Uabibty in Wjgan and ihe North 
West of England Arnold had by 
Eat ihe best figures 

Baaed on dead on arrival stock, 
and not including machines re- 
fumed after 30 days only I 8% of 
Amstrads were returned com- 
pared with 30.6% of Spectrum* 
174% of Commodore 64s and 
1 16% of BBC Bf5 So who s alive m 
SPAmstrad Of corns* 




Geoff Capes 
meets the Zoids 

I Manech have tied up two licenc- 
ing deals thai look set to produce 

I rwo very different games, The first 
IS wuh Toruy, the manufacturers of 
Zoids, the robot monsters, tnd the 
second with Geoff Capes, the hu- 
man monster. 

The games are scheduled for 
release in mid October and boih 
have some heavy promotional 
support, with Tomy spending 
£L 500,000 on advertising the toys 
and Geoff making personal 
appearances. The details of the 
games aren't known yet but Zoids 
will aitempt to recreate the violent 
and hostile environment of the 
loys, and you'll have to irain Geoff 
to his peak so thai he can enter 
HIS violent and hostile sporting 
environment, 

007 on 464 

The three part computer reman 
of !he totes? Bond epkc A View io a 
KiJJ is here at last Oddly, events in 
ihe AmsTrod cpame come m re- 
verse order to those m the film, 
supposedly to make them more 
rewarding lo ibe player smoe the 
first two sections have a points 
system and so allow the player to 
rrauqe tas performance 

SKYWAVE GO 
3 WAYS 

Skywave Software have 
announced a clever bide plug-m 
called Mulh-ft>n thai provides an 
RSH32 serial port, a 24 bit parallel 
port and a sideways rom card 
Initially it will be available on the 
464 with a Skycom Rom Eo plug 
into the rom card 

The Rom allows you io access 
Prestel and bulletin board dis- 
plays via a modern, including a 
special Skytel bulletin board The 
card allows two roms to be fitted 
with Skyoom as standard and 
space for one other of your choice 

The interface will be available 
from mid-Septemh^r at a cost of 
£9995 j 



Dragontorc 
Debut 



Drag&ntorc is a new arcade 
adventure torn Hewaon Consul* 
lanls featuring sensory animation 1 
II is set in a magical ancient Britain 
where Maroc the Mage battles 
Morag the Shapeshifler io find the 
five Crowns of Britain 

The 'sensoiy animation is Ibe 
Me- like emotion with which each 
of over SO characters is supposed 
to react Sounds dangerous You 
play Maroc. a mage of many pow- 
ers who floats about I he land in 
search of the crowns The game 
sells for £7 SS and should be oat 
now, 




This means that good old lames 
WT Bond starts in a silicon mine 
beneath silicon valley in Califor- 
nia, moves to Qty Hall where he 
has to escape a Cue and ends up m 
a car chase across the streets of 
Pans 

The game 13 available on casset- 
te or dWe lor £1099 and £1299 
respectively 




.fe 



2 , 



Arnold gets 
a Gremlin 

Gremlin Graphics, like many olher 
software houses are planning an 
Auiumn blitz on the Amstrad mar 
feet Their bomb-bays are lull of 
what promises to be some pretty 
hoi stuff Protect Future \s a 396- 
screen arcade-advenrure in which 
you have to escape from a 
spaceship It should be our around 
now. Rocco t a boxing game, and 
Wanted Monty Mote, a platform 
game, will be arriving soon 

Plans for mid-September to 
October include Metaboits and 
Monty on the Run ihe successor to 
Monty Moie Project Future will be 
reviewed in the next issue and hke 
all ihe other Gremlin games will 
sell for £8,95 on taasette 
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MAC ULTIMO 



TALKING 



Industry insiders 



natter about the machine 



positively bursting W» P ia13 



Dating J9i$4 *f u 

w *«• « ^ Sir * ^ S 

and Vie & w/ie ' ™*cfuaes like (he fisc 
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Software _ er ^ nAmaff ad 

fe^eone who used MP bu.me^ 
^sterns W ^*1JSJU. Soltwaie-^se 

Achate. M t^tSfto * Fot ? 
its still got » WJJ 'J*. Compaq. 

80-column ^"^^ an Apnctf * 

weak, compared &^?™gg stow - you gfe 
Movmg uungs ^f^ona Spectrum, but 
a much bener P'^JjT solved slows you 

dowi- The 13 



n- iw» ■ — - 
pnoot. i h»tfl m this world w me 

Commodore ^SJw, but m terms ol 
sSad « a ^ overtake the 

over9 ll sales 1 f^tS ANY machine are 






David Ward, Ocean 
Software 

My guess is thai rP fhe machine keeps 
growung at the rale it *s. a new generation of 
sigmficantty belter software will get released 
for it Programmers SUM haven t really gOl 10 
grips wiih ine machine s potential 

Allriough ihere are more 64 owners, the 
Amstrad user bage is newer and mofe aclive - 
rh^y buy more software. So software houses 
have gal lo t>e very interested. The oniy 
problem is how 'ong the cassette based 
machine *s gcwng lo to to an attractive 
proportion IK s clear ihai a toi of software wiiP 
be released on d*S*c in future 

I Suppose in a way they chose iho wrong 
size disfc for the machine They should be 
usmg a 3 5 inch drive like everyone else, 
ati hough no dwtrt they picked up Ihe 3 rncfi 
dfives very cheaply H is a probtern for 
software houses having lo produce software 
on different formal disks it creates a k?l of 
eirtra cosls 

But we shall be actively supporting the 
Amstrad machines Every release will come 
out on the Am sir ad. hopefully simullaneously 
with the other versions Our new range of 
Amslrad products are extremely good, and 
there are plenty more to come " 



n»or. , — T** ft era 



Matt Nicholson, Editor of 
What Micro? 

"When we first Booked at the Amstrad we 
thought immediately thai booked amazing 
value to money Ir$ a sorr of hi - 6 rack system 
tor computers -you've got everything there 
You Car. take it home pm on a plug pluq it in 
and you've got a computer system Whereas if 
you've got a Spectrum or a 64 you've got to 
worry about cassette players and TVs end 
power suppLes 

When we did a feanue cornarin-j 1 r. "* 
Amstrad 464 wi?h the MSX computers, the 
Enterprise and the Memotecfc MTX we con- 
eluded that the Amstrad was the besa all round 
value In fact we're constancy reoofranending 
it Ifs the only home computer Id totally 
re<x>irLtnend as being certain to be around in a 
year's time. I think it coukJ replace the 
Commodore 64 Wed onty recommend the 
Commodore to somebody if they only warned 
a computer for games If they also want to do 
other things on it, then the Amstrad s a much 
better buy, 

The Basic is very good - it's che only home 
machine to have got anywhere near The BBC 
tor speed It's also got good graphics, so 
there s no reason wJrv you shouJdn t gel really 
good games developed tot il Its an excellent 
oil round machine " 




Tim Chaney, US Gold 

*On a commercial basis I suppose it ts one of 
the few pieces of hardware m 1985 (hat hasn't 
come under pressure for a pnee drop It's 
remained a very stable and regularly selling 
piece of hardware Software for it sells prop- 
ortionately faster than for the Spectrum when 
you compare the relative size of the user 



ll didn I start as strong as the Commodore 
64 m terms of software available for it But 
nowadays some of the conversions onto the 
Amstrad are very good and the quality of the 
software ts going to get better still - there are 
more big software houses writing for it " 



Nick Alexaiider t Virgin 
Software 

*Wi obrioMly hi the machine with iwui 
glow because of the enccess of Sorcery Of 
the three Tendon* of the program wt tc 
done by fax the biggest sales have been on 
the Amstrad - and It continue* to ttU 
strongly. The 664 was a very interesting 
development Itm the first cheap machine 
with a bailMn disk drive, and will encour 
age the development of home software on 
disk with si) the extra power that implies. 
We fee] quite excited about Hi* prospect! 
for It, 

From a technical point of view, if yon 
cooper* the Amstrad with the Spectrum 
and 64 p 1 think our programmers 1 attitude 
toward tl la that tfi superior - the Leader of 
the pack. We have two programs under 
development for ft and will continue to 
If. Amstrad program* an much 
to get accepted by distributors than 
64 software, and also we now have a good 
reputation among Amstrad ownem* 



™ r * conf/ d#J 
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Roy Carter, 

Gargoyle 

Games 

The conversion of Dun 
Darach on to lhe Am- 
strad took about ten 
days - that was the first 
time I'd used the 
machine properly, but it 
was an easy machine to 
get used to. It was 
pleasing to see the 
technical documenta- 
tion being accurate I 
only came across one 
discrepancy and that 
was sorted our for me 
very efficiently by the 
people at Amstrad 

When people start 
writing for u solely there 
could be some very in- 
teresting products 
brought out. But the way 
it stands at the moment 
people are mostly going 
to write programs with 
oi her machines in mind 

Basically its a very 
good machine and I en- 
joyed using it It's a com- 
puter that does the job 
ifs supposed to do and 
does ti well " 



Jeff Minter, 
Llamasoft 

If a quite a nice package - 1 haven t myself really got to gnps with it 
internally, but its a reasonable, entry-level package 

] dcml know that well be converting many ot my games to it We 
have to be careful My games have been designed lo take advantage 
of Commodore hardware and might not work so well on the Amstrad 
PsychGdeii* was different its principles can be applied to any 
machine." 



Ian Ellery, CR 




lb M firtt ...in** oui I iteught Oh no, 
Boa after rd p&ayed wfeh tt to * bit 1 thought No, Jft QlMtl 

1 pm wish they'd m*de 11 look dffimnL I doal like the dMfegn 
gnn keys, ftw oompwd to other mactewi it j got to to tfw 





r 



Paula Byrne, Melbourne 
House 

"We think Amstrad have done a fantastic job 
marketing the thing They try things nobody 
else would try, and give them credit, it 
sometimes works I have a great deal of 
admiration for the number of machines they've 
been able to get out. They've created an area 
of the marker for people who wouldn't have 
otherwise thought of buying a computer 

Were totally committed to the machine 
All our major releases are now coming out on 
Spectrum. Commodore and Amstrad Com- 
modore and Jknciair are snJI in such a powerful 
position that for someone like Amstrad lo come 
in and make a btg impact is a real achieve- 
ment It s a very healthy machine,* 



Arte oth* f big P u ftmslrad lT13n ! ■■ 
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HACKER 

You've stumbled into an 
unknown computer system. 

Now what? 




; "Logon". 

One word appears on your screen. 
What do you do now? 

You don't know the password. You don't even know what computer system 
you've hacked into. But you do know that you must find out more. 
There are no instructions. No rules. No clues. ^^^^^^HH^M 
You're completely on your own. nfffl W 
You've found your way in. But is there a way out? 



Available oo Commodore C&4 [ 2B Cd«s£Hc & Dltc Attar i boo XE XL Cossetti & Disc. &nda* 2X Spectrum Cwnf A^si'ad Cassette 
Activmon UK Ltd. 15 Hafiev Mouse. Maryistxro Roatt London NW1 Tet: 0 1 -935 1 
From seier«dd brdncnofi oi Boo is WH Smrth. John Men-.*>s. uskv s Spectrum Green*. Wooteonh. Lffltewoods ana good computet software flow evfiywrw * 




THE WAY OF THE 
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EXPLODING FIST 


3 
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MiUmwtm Ho***. CMS ca*3. pyrticit «r joysiick 


j 


with k eys Ot k e ys 


1 



Tins mega-ton rumble is surely one of (he 
best-named games of the year and is certain ?o 
be one of the most-played. It gives you the task 
of taking on either a friend or the computer in 
deadly hand-to-hand combat using the techni- 
ques of karate 

The simulation is m 2D with the ?wq 
combatants feeing each other on the scieen 
with a Japanese landscape in the background 
and a squatting Buddha-hke rudge The player 
can fight using keyboard or joystick to simulate 
no less than (9 distinct moves against either a 
computer or human opponent. 

These are obtained on the joystick by 
different combinations of stick position and 
fiie-button activation. On the keyboard there 
are eighi keys to press with or without the 
control key. 

When playing the computer the atm is to 
score two full points by fntttng him with kicks 
or punches and eventually to reach tenth dan 
by defeating 30 opponents of increasing skill. 




You begin as a novice and have to defeat two 
opponents to move up a dan. If you succeed in 
sinking an opponent you are awarded either a 
full point or half point depending on the 
accuracy of the manoeuvre. Your score is 
displayed in the form of yin/yang symbols ]r s 
really mystical Grasshopper. 

if a move succeeds you or your opponent 
will end up as a crumpled heap or Oat out 
depending on the blow that was delivered As 
well as ym/yang symbols, points are awarded 
and the harder the manoeuvre the greater the 
score Thus after some practice it becomes a 
matter of not just dispatching opponents but of 
doing it with style. 

In one-player mode there is a 30 second 
ttme-lrrrut on bouts and if nobody has scored a 
full two points by lhe end of it the winner is 
whoever has most hits. The time-limit is the 
same for !wo players but it is purely a matter of 
who can score the most in that time over four 
bouts, rather than using the yintyang points 
system 



If two players wish to join battle at least 
one of them wit have to use the keys, but this 
should not prove to be a drawback since it is 
often easier to accurately make a particular 
move usang keys. This will also bring much 
more unpredictability and length to the bouts 
ance a human opponent can make things 
much tougher and much more exciting. 

The animation on the fighters is excellent 
although the fight sounds aren't all they could 
be Control is easy although perfecting it so 
that you can take on the computers best is 
another matter altogether. 
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You *» loar/lcd 
up hf a almpla mid 
fcfefc 



i 

4 



A high kick is Ab- 
out lo- catch the 
blue hghinr by 
nirprUK* 



m 



10' 



fa 



► BrUIidLTLt character animation. 

► Attractive scieeti display, 

► Exciting two-player game, 

► Temfic ganrepliy thai is easy to leant but 
hard lo perfect. 

P- Excellenl range of moves and blows. 

► Good computer opponents across many 
skill levels. 

► Plenty of lasting challenge in the ten dans. 



■ I 



No two-joystick option. 



ptmvm gwme m good bm 
when two peqpto fenp ft < 
tkili uirafrsd u\ m«st*nfrg 




WtflGfl 7' ■ one 

thm nml Ant vtarut 
Ut Tm/i fk j gmrnm 
Um movm and rlto 
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CHAPHSCS 








SONICS 
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S1AWING POWEH 
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A back tome ru oil 
flip* you oui of 
your opponoDfi 



THE 19 WAYS OF THE F 



JUMP; a laap la U» all to mvvbA Sow kicks 

CROUCB; naaftrf poallloa from which asTsrai mov#* can dtTtlop, 
HIGH PUNCH; Inth you Tulaarabl* if yon mis*. 
WALK FORWARD: utranoM yoo into Xh* fray. 
JAB wd dc«t la - vary Tail. 

LOW PUNCH; afcrialud from crouch - inrprisa hti. Mot iUs-oal. 

BACK SOMOtiJIULT fUpa you backward! out of Augur. 

FORWARD SOMERSAULT; Clip oror your oppoaaiit and attack from bo hind 

WALK RACKWAADS; ratraal froth tn* my. Lota* faco. 

BLOCK: wt™*tic or in r**pgw So Gppoaa&t'S atxflta. 

fLYIHG KICK : *a*Y tfcattaeular - if If iuecaadi. 

HIGH KICK catch** opponent on haajd hut calls for accural* po*4tlGnino- 

NOD KICK: pood tally tool against ua**dll*d opponaats, 

SHORT JAB KICK food foi clo** work ud whan opponent la la mkldl* of 



roRWARD SWEEP: highly aJfactiv* whan amculad from crouch ud you 

can *a*p your oUatanca from onpaaanl 

BACKWARDS SWEEP vicious aft»r forward aoaaanault 

JUGH RACK KICK; also vary affaedta altar forward! aonarsaull. 

ROUNDHOUSE: difficult to time tar food pedals aoorar. 

ABOUT -FALL: hall-ioundlious* Lhal turma you IftD dagraas. 
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BOULDERDASH 



Mirr anott'hrif Slat f can, joystick w hayi 



The name describes perfectly what u s all 
about - there aie lots of boulders and you 
realty have to dash 

Its set ui some diabolical underground 
cavelayout on each of the lewis but are all 
surrounded by an indestructible metal barrier 
There are also other objects present such as 
the jewels you collect, fireflies butterflies and 
amoebae 

You control Rockfcrd, a stick-insect figure 
with an impatiently rapping foot who has to 
collect jewels by running into Ihtifti On each 
screen you have to collect a certain number of 
them within a lime lanul before an exit door will 
start 10 tl^sh and you can move to the next 
screen You can move Through the earth bui 
the boukters pose more problems These aie 
subject to gravity and if one drops on your 
head it crushes you They can also trap you in a 
spot where "you can t get out or block off your 
route to an essentia] jewel You can push 
boulders about, though and even stand direct- 
ly underneath them 





you cut lose a Life on them Extra hves are 
awarded every mm you score feve hundred 
pODtt up to a total of tarn kves The points 
value of a rami vmm wuh eatib screen but in 
some caves you can score lots of points 
towards new hves 

The 16 screens keep the same base 
Layout over the five levels but the p o wft o n s of 



of those raj 



SECOND OPINION 



/ vrtt iwtfy grMb-taciomi by this on*. Its one 
of thorn rare tdess that mtt trip w the 
virutem arm gamester by its nurture of bntktrtt 
simplicity and sophisticated execution 
Gr*pluc$ mfb superb , rha sound » atmospheric 
and / mi even quite token frith the scrolling 
An rrtrfiitf rto fW C 



On some caws things get even tougher 
because of the presence of fluttering buiterf- 
lies and pulsating fireflies that wiU explode on 



J#w«li t« collect 



contact with you These both move along the 
tunnels in the earth with buneribes turning 
nght whenever they come to a turning and 
fireflies always turning led Bui them nasnes 
do have their uses - if you ran drop a boulder 
on them a butterfly will turn into rune jewels 
while a firefly will just explode, clearing a 
small space of everything except metal cavern 
wall 

Amoeba and magic walls appear on some 
screens and produce some fascinating effects 
The amoeba is a green blob that grows with 
the passage of time to fill any surrounding 
earth It can be used in two ways a butterfly 
will explode on contact with it to produce 
jewels, or if you can completely enclose it with 
boulders so it has nowhere to grow it will also 
turn into jewels The trouble with the amoeba 
is that u can grow at different speeds, either 
too fast or too slow fbr your purposes, tt if gets 
too large it will turn into boulders 

Magic walls look like ordinary walls but 
when you drop a boulder through them into a 
cavity below, it will transform them into jewels 
You don't have it all your own way though 
since the wall will only activate for a short 
period of time and jewels dropped through it 
will reconvert into boulders 

After every tour screens there are angle 
screen intermissions posing quickie problems 
to be solved in order lor you to get a lew 
jewels. They always have a short tune limit and 



boulders jewels and creatures wii attar to 
make things gradually harder AO the oma 
are vary colourful bui most importantly feature 
some real b ram-aching problems to be solved 
in order to get jewels Tte %#ind effects are 
good with explosions the crash of Calling rocks* 
the tinkle of rumbling tewels and the scrape of 
RoCkfords feet The scrolling is good too 
although it ism 100% smooth 



till IE* 

► Terrific cave graphics 

* Good sound effects and title music 

* Lots of diabolically difficult screens 

► Perplexing problems in the midst of hectic 
action 

* Tremendously addictive as you fight your 
way through the screens 

► Imaginative screen desagns and creatures 



f 



■ 



Scrolling ssn t perfeci 
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Time mulling 
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The 1 6 Caves 
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CoiMitf ™ wtttfllw into 
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LOCO-MOTION 

Mtttartromc. f 1 9S cum, lAyitick or keys 



Ddaod on the obscure arcade game Gutting 
Gottioag and similar to Confimon this puzzle 
game sets you a diabetica] Task on 10 screens 

You have to guide a tram to m demmfocm 
along ft Hack without letting n run into a dead 

and 

Each screen is composed of a grid of 
squares on which are drawn lengths of railway 
track A tram starts at the base Dt the screen 
and chugs its way up the left hand side until it 
enters the gnd at the lop left Your job m to get 
rf to the bottom ngfrt at the grid where it can 
get bade to the station again 
You have so move the track sections into 
by shifting rhem araund using a single 
much as to a tetter square pmzle. T^e 
seeooos come in several shapes with curves 
(vertical and horizontal) and eras- 
These have to be made into one 
continuous track which can be as long or as 
Short as you like as long as it doesn t have any 



Ttwi occuiaiuJ- 
ly Uoch f <mr path 



G«t beam pen.ru t 
for gataf tfamflU 




SECOND OPINION 

This game raxLnartfc you info idd/Cfton /I* 
neuter origin*! nor sophisticated, which ts 
perhaps why few people can resist its appeal 
Once you sit down to a game you dent pay 
much attention io the outstde workL Fteneuc 
and exating 

PC 



t and leads jo the exit track 
The layout of each of the tan screens is 
always the same hu\ sometimes blocks may 
appear with an impassable hazard on them 
Rocks, trees and people can all block the track 
and tf they form part of your usual roure n wiIJ 
fores you to act fast Bonuses m the form of coal 
or water may also crop up and if you can gal 
the train to pass through them you can pick up 
hajtdy points 

1mm vwmw m qput«t 
of Um tniftt halt 
Mm* hu Uti 



As <he train passes along the track it hints 
squares yellow for which you score poini- 
s However you still may have time lo move 
them so that the tram can pass over them 
again If the tram gets to its destination then 
you score more points as each of the squares 
you passed through is counted off 

If you get in desperate trouble you can halt 
the Iran for one minute while you shift blocks 
The problem is that the clock dotsni reset for 
each track, bui only when you lose a life This 
happens whenever you hit a dead end be n 
block or the edge of the grid. Up to four 
players can take part but going nuinbei four 
does give you an advantage 

BW 



T fl o n 



J I If s 



Tfct track 




► Tough puzzling action 

► Greai screen ctesigas 

► Enough time to think but hrtte enough lo 
keep you under pressure 

* Plenty of layouts to keep you going, 



TT 



* i tf 



► Very simitar to Conturuon 
Wont SUJt all sastes 



i PW it. 



jmm ittrt tad 
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ROCK RAID 

Hum, C&.95 c*« r joyfticli oc kayi 



If you thought Asteroids w r- ■:■ ui "hen "hui> 
again, because this is a colourful version with a 
few bttle extras If s the same basic cjanie of 
blasting rocks lo bits in deep space but there 
are a few more aliens and skills to cope wiih 
At the beginning the screen just has your 
ship and ihree asteroids whining around You 
can rotate left and nghi and ihrust m pursuit of 
the rocks Your bombs splinter Large asteroids 
umd two medium rocks which aiso subdivide 
MM you can shoot these they vaporae 



SECOND OPINION 

A game r/mr oozed nostalgia You load n up. 
see what it is. groan and have a desultory blast. 
Then you remember why games like this gef 
you hooked in the first place and you start 
smashing those rocks and hyperspacmg and 
smart bombing and before you know whats 
happened you've been pitying for hours. Most 
enjoyable. 

PC 



Your shif is vulnerable to any of these 
spuming tumps and the slightest 
spianar you all over screen in lots or 
If you should succeed m knocking 
the racks they appear in greater 
s and chfcrenf colours 
You are aided by a special option to be used 
cn emergencies which will give you one of six 



► Overlapping graphics aren't very good 

► Not very original 

► Screens don t vary much - just get harder 
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functions These are hyperspace. flipping 180 
degrees, reverse thrusting, smart bombing, a 
shield or a lucky dip that gives you any one of 
the other five at random 

The alien ships come in five types, all with 
different characteristics 

The rock graphics are bright although the 
animation on your ship isn't particularly good 
The explosions look and sound quite good but 
I he main at ti actions of the game are ihe 
features that make it a very lough challenge 
and a hectic blast. 

BW 



■ ■OH MEWS 

► Colourful rocks and aliens 

► Good range of extra options 

► Demands last reflexes and great concentra- 
tion. 

► A very tough game. 



DRAGONS 

Artisoft, cm, joystick, or ktyt 



Far bom being a mythological beast, dragons 
are. it seems, plentiful enough for you to crush 
ihem beneath theu own eggs This is your task 
on 30 screens of Dealing platforms, which you 
have to nd of al] dragons. 



SECOND OPINION 

The eggs are disgracing. Otherwise the 
graphics are quite pretty, hut sometimes very 
indistinct - two yellow drigons together - one 
smudge. Controlling the character is tricky 
and 1 found the game ultimately a {rustrating 
experience. 

PC 



Little rock 
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Wordstar takes on the field 



i wrod 

>ssor* 



The world-famous word -processing package WORDSTAR has arrived on the Amstrad. Chris Anderson 
takes a long, hard look to see how it compares with the existing disk -based processors. Is it really worth 
the extra cost? 



This wi\ bo much a renew as a tale of excitement, frustration, 
disappointment and hop*. Such 1* the way with word-processors In 
theory they're superb tune- savers, one of the beat una to wtuth i. bom* 
computer can be pui and the Amstrad machines are ideally suited bi 
practice they can cause unbearable annoyance and in tha extreme are 
capable of rendering worthless huge chunks of your time. 

It was planned from the atari to produce this magazine entirely on 
Arnatrad keyboards. So obviously a priority was to track down the besi 
word- processing prog available. At time of wntmg there are only three 
which can claim serious attention [torn serious users, and at one stage or 
other in the magazine's history all three have been used 



POCKET WORDSTAR 
MicroPro/Cumana, £119.95 disk only 



First of all dont be misted by the lilie. 1 reckon the word pocket" ls there 
mainly lo prevent annoyance in users on other machines who've paid 
over twice as much for Wordstar Certainly all (he significant program 
features are there. The only serious limitation in Wordstar-on-lhe- 
Amstrad is on the size of blocks of text you can move round aJl at once - 
only about 60 words, a small paragraph, But for most users that won'i 
often be an annoyance. 

Wordstar is probably still the world's most widely-used word- 
processor. It runs under ihe CP/M operating system and has therefore 
been easy to transport onto a vast range of different micros. In time it's 
earned itself the reputation of offering just about every facililiy anyone 
could warn from a word-processor, short of actually typing the document 
itself 

This in itself could cause a problem for many people The program is 
vastly complicated There's a 200- page manual, and well over 100 
commands to get to grips with. Frankly, it's not the best program to start 
on from scratch. If you only want a word - processor to write the odd letter 
or report, buy Tasword, or even Database s excellent value- for- money 
package Mini Office. Wordstar is for professional use. It's for people 
who regularly have to have to sit long hours at a keyboard who can 
therefore afford the investment in time and money to get and understand 
the best word-processor going. 

Having said that, the designers have taken great care to make things 
as easy as possible. The manual is superb, clearly written and well 
cross-referenced. This is backed up by a card giving all the options 
available and a comprehensive series of on-screen help menus, which, 
when you're familiar with the program you can gradually dispose of (the 
help level can be set from 0-3). 




What makes the program special is its detail Other Amstrad 
word-processors offer many of the same basic features, but not with the 
same flcixbiltty For example Wordstar s find -and -replace function 
allows you to search for any string of up to 30 characters and replace it 
with any other such string. The strings can include spaces, and 
linefeed-returns. You can specify whether the program halls at each 
replacement seeking your confirmation, or whether it does the lot 
automatically You can specify whether the search takes place forward 
or backwards from the cursor position, whether capital and lower-case 
letters should be treated as different, how many different replace 
operations should take place, and whether the string being found must 
be a complete word. 
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Yet you do not have to spend any extra time selecting these options - 
you're not forced to go through a series of menus making appropriate 
selections, you can jump straight to a straight-forward search and 
replace if you wish. Finally, tf you choose rhe wrong command, you can 
stop its execution at any stage. 

This type of detail and flexibility applies throughout the program, the 
philosophy being, if you want it, it's there, if you don't it won t get in the 
way. If you can spend ihe lime getting to know what's there it can make a 
big increase in program power. 

A more immediate bonus compared to the other programs is the joy of 
easy insertion. As I wnie this paragraph now, using Wordstar, 1 can spot 
a mistake tn the previous one. zip the cursor up there, pop in a few extra 
words, and return to thjs pom! m a matter of seconds. Any reformatting 
required can lake place almost instantly. This one fact alone is enough to 
ensure thai Amstrad Actions writing team is now transferring to 
Wordstar 

Tasword's customisation features are matched by the ability (o use a 
separate program to install your own personalised version of Wordstar. 
This allows the inclusion of special printer control codes and numerous 
other options. Also included in the package is a mailmerge program of 
similar detail to Wordstar itself. 

The only remaining drawback is one of the program's size. If you're 
using a single-drive system your disks will only have SOk free per side - 
a Jot better than Microscripl, but a lot worse than Tasword. But there 
again, if you can afford Wordstar, you probably ought also to splash out 
on a second disk drive, Ef you do. you'll have at your disposal a 
word-processor youTI probably never need to upgrade- 



Artisoft, £49.95 disk only 



The one thing I am grateful for about Microscnpl is that I didn't have to 
pay for h\ A friendly shop-assistant at Curry's agreed to bundle it with my 
664, since the promised free games disk was missing, in retrospect I 
think I'd have rather had ihe games 

My first shock came when 1 checked out the length of the various 
program files on the disk - including the CPM operating system they 
total some 160k leaving just 20k available to store text files. Although in 
theory you could spbt some of the program-parts onto another disk, 
thiscauses annoying complications and you end up spending all your 
time disk-switching. So effectively, unless all your documents are under 
20k (about 3500 words) and you don * mind spending a fortune on disks, 
the program is near useless on a single-drive system. 

The next shock comes when, having made yourself a working copy 
using various CPM utilities^ you run the program and select from the main 
menu the option to create a new document. Your drive whirrs, a message 
says "pJease wait" and finally up comes,.. a blank screen! No indication of 
the margins, no status hne, no information on basic editing commands, no 
on-screen help of any kind Just a cursor to show where words will 
appear when you start to type. 

This means you have to rely entirely on the manual to work out how to 
use the program, and unfortunately the manual itself is seriously flawed. 
Sometimes commands are introduced without saying how these com- 
mands are actually called up. Inhmatingly this applies to the only 
complete list of program commands printed at the back of the manual. 

Another major gripe concerns the severe problems Microscnpt poses 
m getting your text formatted properly. A Typical word-processor user 
will regularly be returning to earlier pans of a document he's typing, to 
insert extra material or to make deletions. Once he's finished he will want 
the remainder of the document to be moved down or closed up 
accordingly A good word-processor will do this automatically. Not so 
Microscnpt. Editing a document will usually leave you with lines in the 
middle of a paragraph containing only a couple of words. Getting rid of 
the ragged look is an astonishingly complicated business. 

First you have lo save your document on disk in order to return to the 
main menu (whirr, whirr, please wait). Then you select the "Reformat" 
option (whirr, whirr, please wait) Next you have to type in the name of 
your document again, tf you can remember U (whirr, whirr, please 
wait). When at last it reappears on screen, you must reformat each 
paragraph individually, before going through another series of disk 
accesses to return to editing mode. 

I found it almost beyond belief thai one should be expected to go 
through this rigmarole each time reformatting {or search and replace or 
moving a block of text) is required. But what is even worse is that the 
Reformatting program appears to contain a fatal bug - it crashes. On 
several occasions attempts lo reformat more than about five paragraphs 
in a single session resulted in the screen clearing and the following 



message printed: "Unrecoverable error has occurred, Please refer to 
dealer " And yes. you've guessed, it's impossible then to return to the 
document you've been working on. Too many such occurrences can lead 
one to an early demise. 

1 won'i say any more abou.1 this program, ft isn't all bad locked dwdv 
in there somewhere are some moderately sophisticated features which 
permit clever programming applications. But these will be way outside 
the scope of the vast majority of users. The designers appear to have 
forgone n Thai sophistication is of Little value if the basics are up the creek. 



TASWORD 464D 

Tasman Software, £24.95 disk, £19.95 
cass 



(Also available from Amsoft as Anuwoxd) 

After struggling with Microscript for a week or so, Tasword was good 
news. Despite it's relatively modest price it offers the vast maiority of 
features most people want from a word-processor. What's more it's easy 
to get to know Its manual, as manuals go, is very clearly written and 
there's plenty of on-screen help, including, at the touch of an Escape key, 
a summary of every available command. 

One big advantage it enjoys over both Microscnpt and Wordstar is 
that it's a shorter program. This means there's plenty of space in memory 
for long documents to be worked on {over 3QQ0 words at once) and 
plenty of space on disk for them lo be stored in - around I SOk. Indeed 
you can readily save Tasword files on disks which don't contain the 
program itself, allowing the full ISOk per side of disk, This makes it very 
suitable for people with access to only a single disk drive. 

A further excellent feature of the program is the way you can 
customise it to suit your requirements. For example, if your printer has 
special features accessed by specific codes, you can assign these 
i especial "prune r control characters" of your choice 

The customisation also allows you to program keys on the numeric pad 
to output whole words or sequences of Characters at a single touch. And 
you can adjust such matters as default page layout, screen -colour and 
even parts of the help screen. When you're done, the program quite 
happily offers you the option of saving the new version, despite the 
obvious risk this incurs of facilitating piracy. The needs of honest users 
have been put first. 

Another good feature on the disk version is a mail -merge facility which 
allows, for example, a letter to be printed 20 times with a different name 
and address inserted each time. Also, a Tasword -compatible spelling 
checker is about to be released. 

Despite all this, there are a couple of serious annoyances. The main 
one is similar to a fault in Microscnpt: inserting extra text inside a 
document is an unnecessarily fiddly process. Having moved the cursor 
to the right position, you must first press Control-I to open up space to 
type m, then type your insert, then press Control-] to reformat the 
paragraph correctly. What is more the actual reformatting takes place 
very slowly - words are moved into position one at a time. The novelty 
wears off after a bit. Woe betide you if you ever have to reformat a long 
document to a narrower margin width 

A further niggle concerns the search and replace function. You can 
only search for a M word ,L , that is, a string of characters marked off at 
either end by a space. This rules out many typical uses of the funcuoru 
For example, you cannot search for phrases, or the starts of paragraphs. 

Despite these points, the program remains a powerful one - good 
enough for the bulk of this issue lo be typed using it, even if the editor 
has been heard to curse its existence from time to time. 



| How they compare 

WORDSTAR: Good news 

■ The only fuUy-professiooaJ wordprocesaor on the Amstrad 

* Orer 100 separate commands covering almost every conceivable 
editing requirement 

' Detailed help menus to guide you through every aspect of the program 

* Complete flexibility over printed output - you decide, 

* Separate installation program allows you to customise the program to 
your taste - and that of your printer. 

* Clear, comprehensive 200-page manual 

■ Sophisticated handling of fries, oombamng speed and flexibility 

* Includes professional mailmerge program 
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WORDSTAR: Bad news 

* li costs a lol more. 

1 The sheer complexity of the program will hinder users wiih fairly 
straight forward needs 

* On a single dnve system, only about 50k per disk is available as space 
for document 

* The size of blocks or text which can be moved m a single operation is 
limited to around 50 words 

TASWORD: Good news 

■ Combines reasonable price with moat features you need 
1 Easy-io-leani editing controls 

* Superb, easy-to-use customisation features * Clear well- written 
manual and good on screen hefcx 

* Works well on a single disk system 

* Satisfactory mailmerye program included 

TASWORD: Bad news 

* Inserting text is a tedious multv stage process 

* Reformatting is sJow 

* The search and replace function is fenitad 

■ Fite handling operations are relatively unsophisticated 

* Fewer options than on Word-Star 



Wordstar tip 



Oh possible uiifca of frMtnrtfln 
with Wordstar 1« tbd fact that you 
tUTt id C*™iTi?!-key cominaxiria to 

do Jul about ffT«Yf*ung, including 

»nt - fou caul m* the cantor k*yi 
in fbe simple way EhsE, uy, Tuward 
*Jlow« yen lo. 

Bui tbcm'i « FkCMl way of getting 
round Etui problem, axing ihr SETUP 
pregrui la be found on year CP M 
dish. This efTertiw*!* allow* you to 
rsdtfljie the value-i output by diffe- 
mt ksyi to «vft yotu r^quir* meats 

TlT entering the feUowing com 
miadfl Ln the fcry board ErusJaElon 

a 8 11 1 141 
10 5 18 142 
aZ 24 3 L43 
a 1 4 6 144 

under keyboard expansion 
enter th* following 1 Control 
Qm mui pressing Control end Q 
simultaneously fell cured by tn« tet- 
ter 

a 13 Coatrol-Q* 
a 14 CoBlroMfr 
a IS Cootrol^Qe 
a 18 Control -Od 

The efletrl of this Is 10 rvpruorui 
the cnrcoT key* fur Wordstar. Used 
luuhihed, the Iceyi will mowc the 
cursor one character in the relevnnl 
direction Shifted, they move St one 
word lefl or right or one screen op 
sod down. Used with the control hoy, 
tfait-y tshc yen Eo the right or left end 
of thr tine oi fop and boitum of she 
d&ai«pa1 Much easier Ehan hairing 
to ih oil** of Cofifm-5% and tn* 



Our top fen progs 

Just for a char** we thought wed 

pnm a chart far usets '-of Nooufc 

it* N* >;■ • y:nrh Mil feature 

iheproc7T3ixtsY^uv^v^^tor(«ee 
Hot Sftiff paoroj but this time, H*st 
lo qb\ ihings going, we thougta 
wed fal you knew the program* 
we Uke the beet To avoid silly 
arguments were pi tilling the 
procjrams amply m alpfcihehcai 
orcteT 



LIGHT PEN 

Dectne Studio, I It 96 



AltivxKih I his putt'terkp* ir>rlkjrk*^ a 
piece of hardware u jttftiftfg jlti 
presetice m this chart on the basis 
of the software tnchided Willi it Ifn 
really very good - road our review 
in lh.tr. 



MASTEBCALC 

Campbell Software Design 
Airmail £24 96 can, £29 95 dvk 

The test spread-she**! program 
available - knocks spots off 
Anrofl s MjcTOspr ead Can handle 
spread- sheets of 3000 celb and a 

bet and easy to tee 
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MICROSCRIPT: Good news 

* Could prove useful io progjammers wah Trarrntt word- processing 
requirements 

MICROSCRIPT: Bad 
news 

* Extreme iy user-UNfriendly - for example, no induration on screen of 
commands you type 

* Qumsy editing commands which result in ragged-edge paragraphs 

1 To reformat search/replace, or move blocks ofiext you musi firs? save 

your file and then load in a new program - tedious 

■ Extremely awkward lo use on a singte^is* system. 

' Unhelpful manual - very hard io discover how to input certain 

* Our version contained a serious bug 

* Seriously over-pneed for what's on offer _ ^ 



*n Ct} 



K ni , «9 ffcTr- ^ °f Sen,... 



4fc 
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MA5T£RTII£ 

Campbell Software Desrgnj 
niDft. £34.96 cas 

Is probably the best 
program available on ihe Amsnrad 
Aitonfs you in s*?i up very iir 
Dies and sort ihrough them quick 
ly and flexibly 



MAXAM 

Aim. £49.96 cartridge 
dtah, 1 19 96 tape 

An excellent ^<£* fc rnbler The car 
tndge version doesn i use any oi 
ihe compter s memory and all 
versions aip inacrkt-d with all l he 
features moot uoera need 

Daiabase, £3 9S ass, £9. 35 disk 

This package oilers remarkable 
value for money - *Ord -ptoossan . 
ditfab&e ma sptesacfcsheet all in 
eluded Whafs even more surpris- 
ing is thai the pfograms, rilthongh 
siraple. haw been very well 
thought out 

5CRI3IN DESIGNER 

Antfoft. KHAScu* Ua»d»k 

A pretty good graphics p*cskage, 
aUowiiig you to create and save 
colourful screen displays very 



SYSTEM X 



t9 r 96 



£13.96 



Combines very reasonable price 
with oonSKterabte power, addmg 
32 Basic commands to your 
machine These include graphics 
tacahltea, and tto ability to protect 
your programs 

TASWORD 

Twnan Software, £19.96 cass, 
£24.96 dak 

Despite certain Ham a very good 
value word -processor Reviewed 
elsewhere in rheae pacjea 

TRANSMAT 

Pno> Qtiboef. £795 eft* £1196 
dwk 

Anoiher good value utility which 
allows dtsk owrms to transfei theti 
cassetie software onto disk Saves 
hours Ol screen-waichinq 

WORDSTAR 

Mraopro/Cbmina* £119 95 disk 

Our review $iiyn st all a classic 
fully-pmfes^Kjnal program for peo 
pie mih bis of money to spend 





Amstrad Action's incredible mail order service 



So you've read all the reviews f and you're just DYING to get your hands 
on some of that software, right? Grieve not, dear friend. To coin a phrase s 
we have the power to help you. 

You can buy ANY of the range of Amstrad games reviewed in this issue 
simply by popping off an envelope to our Aladdin's Cave mail order 
warehouse. What's more, by collecting our special vouchers - the first 
one s printed on this page - you can save yourself sums of money ranging 
from not -to-be -sjteezed-at 5 Op's to gosh- wow- absolutely -unbelievable 
pounds and pounds. 

Basically, each voucher entitles you to a 5% discount off your total 
order - and depending on how many games you buy, that itself could be 
quite a saving. But you can also collect the vouchers from different issues 
to increase the discount you're entitled to, Two vouchers equals 10% p 
three is 15%, and four will give you the maximum 20% discount. That 
means you can save a full £2 on a single full-priced piece of software. Not 
bad going 1 eh? The savers table shows exactly what savings you're 
entitled to t and as you can see it contains some pretty big numbers. 
What's more you DON'T have to add anything for post, packing or VAT. 
It's aU included. 

So all you have to do is fill out the order form, and send it to the address 
below together with your cheque or postal order and any vouchers for 
which you are claiming a discount. Then just sit back and wait for that 
parcel... 



Total cost of 
software pre- 
discount: 



Savings table 




► Econo 

► Reliable 



Bow to use this table 

Th* C#blt iHowt f'QLi to cflculite whu 
d(K40Mt yu *tt vntrtJtd lu it fou inclate 
vaucJiftft wrtfe j*ut frfdti. Ail y#» Urt le 
do i» royod up Id thm niirtii pound Ihi 
totii <prt diicpuntji ol dtw tofavwt 
TfOuit buying Find fhfi figure On Che top 
nw ol tit libit mni Ihtn nad dpwn to 
IN wfcfl diUMtl vwi chi ctum far one. 
two, fcftrti and tour voucher i 
EXAMPLE SupptM foi hm Of#tr»d two 
§mmt t&Minfl fAM *#ch Tie total prt 
dnEnuni eflii n El? 90 This rounds up Ld 
III Thii month you could only lend in ■ 
linaJe vtmCkmi, 10 re-A-dmg dnwn frqra thm 
£ 11 fiflurt in the luf row ftu will Hi 01*1 
Tflu h MtidH to i Kip ditcount Hulll 
jutl ibaul buy you mil month * ihci of 
AmiCud Hctin-n 





£2 00 C100 MOO £500 [600 £7 00 1100 f9 00 HOW Ell 00 fl?0O EU0O f 1400 fISOO fltOO fUOO ClflOO £1900 12000 



One voucher 


fO.10 


C0 15 


£020 


ID IS 


BJI 


£035 


£040 


£0.45 


CO 50 


£0J& 


£060 


(Obi 


ED MS 


£9-73 


tD80 


am 


£0 90 


£0 % 


£1 DO 


Two vouchers 




ED .3D 


E0 40 


£0 50 


,£0 60 


£010 


fO SO 


mm 


El 00 


£1.10 


El JO 


M 30 


£140 




Et.SO 


aw 


El JO 


£130 


£2D0 


Three vouchers 


£0 30 


EMS 


fO W ! 


£D?5 


ID9D 




£120 




i 1 w 




fl B0 


t\M 


(£M 


teas 


EbH 


« 55 


a M 


Q Bb 




Four voucher* 




tow 










E1J0 


(1 


DM 


E3-W 


f?40 




€210 


am 


El 20 


£140 


□ 60 


£3» 


em 



IMPORTANT 



|URC 



URGENT O RD E - .URGE NT ORDER. . .URGENT ORDER URGENT ORDER. 



If ycu send in more ifaao one voucher they I 
must be from DIFFERENT issues of the maoa- ' 
zine - m other words the maximum discount! 
this month ls S% * The games reviewed :nl 
this issue include details of price and disk- J 
verson availability Although we've tried Taj 
ensure these details are accurate, we can't be I 
held liable for any errors which have aept m 

]f you want the disk vecsnn of a game, youl 
musl mark ifcs clearly on the order form - j 
otherwise youll get a cassette. Do check first 
thai a disk version exists, and erasure you have 
the right price (or it 



Name. 
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Telephone til possible) 

I would like the following titles 



Software house 



Retell price 



luBU.U.U. + .J I MM I ■ I 



- I ri I . . 



2-... 



iiirMTMlHiiliiTii riii<riri1Mli4rillltn»l + M 



„,, lr IJLiib<4., lrMII , HILJ.....,.,,,,,,,, HUHnttjMi, 



3. 



■■■■Mm 1 1 1 1 1 ttmtamm ■■ 



Post your completed order to: Amstrad Action . 
Mail Order, Units lQtlL Imperial Studios, 
Imperial Road, London SWG Telephone; 01- 1 
731-4607 



Toial coal pi^-discoant:™ 
Amount of discount as xeirealed by Savings Table (only allowed if 
voucher(s) enclosed): 

Amount payable (total cost minus discount): 

1 enclose a crossed cheque or postal order for the Amount Payable made 
out to Amstrad Action Mail Order. Please rush me the software. 




THE PIONEERS OF ROM SOFTWARE 



# 



P ROT EXT 



WORD PROCESSOR 



TO THE ARNOR STANDARDS 



- SPEED ■ TOUCH TYPING SPEED & SUPER-FAST SCREEN HANDLING 

■ SIMPLICITY - SO EASY TO USE & INCLUDES COMPREHENSIVE HELP 
FACILITIES 

- POWER - SO MANY FEATURES... LOAD, MERGE, SAVE, POWERFUL FIND & 
REPLACE, COUNT, CATALOGUE, INSERT, DELETE, WORD-WRAP, JUSTIFY, BLOCK 
COMMANDS, TABS. MARKERS. MARGINS, FORMATTING, HEADERS & FOOTERS, 
FULL/EASY PRINTING, QUICK COMMAND ENTRY FOR EXPERIENCED USERS, DIRECT 
ACCESS TO DISC/ EXTERNAL COMMANDS. 

NEED WE GO ON? 

*REMEMBER* Protext is available in Tape/Disc/ Eprom or AD1 Cartridge 

*REMEMBER ALSO* "If this is their editor, I wait with baited breath for their 
word processor....." 
(ACU JUNE '85) 

THE PROFESSIONAL TEXT EDITOR AT A 
SENSIBLE PRICE:* 



FOR PROTEXT (P) OR MAXAM (M) ON CPC 464 



ALL 
EN OS, 

CREDIT CARD 
SALES ETC 
01-688-6223 



£49.95 
£39.95 
£26.95 
£19.95 



ROM + AD1 CARTRIDGE {code AD1 P or AD1 M) 
16K EPROM ALONE (code EP or EM) 
DISCS (DP or DM) 
CASSETTES (CP Of CM) 

For the CPC 664: Please quote AD2P, AD2M and 
add £5 f EPROMS DISCS & CASSETTES are the same 
codes and prices as the CPC 464 

Trade & Overseas Orders Welcomed 

SEND LARGE SAE FOR FULL CATALOGUES 

TURN PRO TODAY!! 




FOR THE AMSTRAD NOW PRESENT 



* 



UTOPIA 

BASIC UTILITIES ROM 

(Prod Code EU) 



# £29.95 



r 



Beebug's TOOLKIT' is the standard utilities ROM for the BBC Micro and 
has sold thousands of copies. Now the author has written an Amstrad 
versioa Available only on ROM the program contains numerous Basic 
Programming AIDS including search/replace within Basic program, 
listing basic variables, moving basic lines, load, save, verify, type, dump, 
format copy and much more, 
ALL INCL PRICE £29.95 

AND GREAT NEWS FOR MACHINE-CODE ENTHUSIASTS: 

MAXAM 

IN CARTRIDGE NOW ONLY £49.95 (rncl VAT, p&p) 

NOW ALSO AVAILABLE IN ROM ALONE FOR ONLY C39.95 
ALL VERSIONS NOW CONTAIN FULL SPECIFICATION 
DISC E26.95 TAPE £19.95 

PRESS COMMENT 

"Innovative device this article finished on the ARNOR editor.,..,, 
well worth the money!" • AMSTRAD COMPUTER USER 
"Assemblers....~look no further ARNOR is the best t have seen" 

- COMPUTING W.T. AMSTRAD 
"Absolute magic! - ARNOR must be the market leaders" 

- POPULAR COMPUTING WEEKLY 

"Quite SpeciaL.^ r „ .difficult to match 1 ' 

- COMPUTING TODAY 
"ARNOR are to be congratulated on a superb job.....defmitely the 
best" ■ HOME COMPUTING WEEKLY 

"A product no serious AMSTRAD user can afford to be without" 

■ YOUR COMPUTER 



40 K 

USER 
RAM 




AD1 ROM CARTRIDGE 



IN GOOD COMPUTER STORES EVERYWHERE - OR DIRECT. 



PLEASE SEND ME 

{PRODUCT CODE) 



{PRICE) 



Total £. 



I enclose Cheque/PO for £ 

(PAYABLE ARNOR LTD) 

OR 

Please debit my Access/Visa 
Card No 



im 



NAME: 

ADDRESS 



SIGNATURE: 




ALL TRADE/CREDIT CARD SALES. ENQUIRIES ETC 01 -688-6223 

SEND TO ARNOR Ltd Dept THE STUDIO, LEDBURY PLACE, CROYDON, SURREY CRO 1 ET 



Zs7 



H« whit* dr*?ti& 
vlvot birth yet 




B 0 0 



M E W 



► 20 difficult screens, 

► Attractive screen designs 

► NFovet game task 



► Frustrating control 
+ Simple gameplay 

► Blob-like dragons 

► Situations wh£re death is the only way out 



Sotae vtty flowery 



Di-BfGtu winder 
tfc* platform*. 

The platforms are picturesque slabs of rack 
- or possibly wisps of clouds - connected by 
flowery vines and creepers You control a man 
who can run along the platforms and climb up 
and down the creepers A white dragon flies 
left to nght across the screen and every now 
and then, er, Jays an egg, These bounce 
down a platform or two squashing you dragons 
or other eggs in their path 

Once an egg has come to rest you can send 
it down through the rest of ihe platforms and off 
the bottom of the screen by pushing them wttfc 
the man You can run off any platform and drop 
any distance as long as you don't drop oil the 
bottom of the screen- 
There are five different-coloured dragons, 
each with different movement patterns Green 
dragons just shuttle left and nght on a particu- 
lar platform while blue ones will fellow a toed 
path on creepers as well Yellow dragons are 
much nastier and will behave as green ones 
until you are close enough, when they will start 
flying after you. Red dragons are the meanesl 
and will fly, walk and climb from anywhere on 
screen to try to attack you from above 

Red dragons evolve from puipie ones, 
which are created by picking up all the red 
and green gems on a screen If you can crush 
purple dragons before they turn red you con 
light up the letters of the words Bonus, Extra 
and Super for more points. 

The process of laying eggs and crushing 
things isn'i the mos! tasteful Tve ever seen, 
white control of the character is finicky when 
you're trying to climb creepers The screens 
are very nicely designed but the dragons 
become indistinguishable blobs when they're 
walking around. Some screens have to be 
done in a oertain order, platform game style, or 
you'll have to commit suicide and star! again 
Others are more a matter of reflex action and 
trying to outwit the dragons 

BW 
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BRAXX BLUFF 

Amsott/Mi£rom»ga< £635 cast, joystick er key* 



Your mission to rescue three crewmen 
stranded at the Bluff and return ihem to your 
base ship, lb do this you have to get through 
six game sections requiring various stalls 

You start in orhtt around the pter*et During 
some nice screen displays you automatically 
disengage your landing craft and take ft down 
to the surface Here you skim over a block 
graphic atyscape with an instrument landing 
system in the middle of the display. ThEs is fust 
a circle m which you have to keep a dot 
centred until youi score has reached at least 
eight 

If you pass that score you will make a 
landmg and have fed fire your retro"s tn order to 
atop. You now appear aa a little man at the 
bottom of the screen with a landscape of tines 
of boulders ahead of you You have to make 
your way through the rocks, moving left or 
nght when one blocks your path This is made 
harder by having to slop every now and then 
to stoci down tatftas' that would otherwise 
swoop and tall you All the while you are 
homing in on the audible beacon on the 
vehicle containing ihe three men. This gets 
higher or lower, as does your score, until you 
Ibid the tover* at score 20. 



SECOND OPINION 

There was a very otd-fashionpd feel to this 
game. Although its far from easy it didn'l 
redly grab me The graphics are reminiscent 
of what happens when other micros crash and 
the sound ts terrible, 

PC 



Now the action switches \o driving through 
three land stages and a sea stage in the rover 
The land stages are across marsh, city and 
desert where you're given a view through the 
front of the rover of the road ahead. This 
curves so that you're continually in danger of 
running off the road and crashing, and there 
are no second chances- 
There are sax rover speeds and you need to 
get to the end of each stage quickly or the 
three crewmen may die Your task is compli- 
cated by the creatures trying to drain the 
rovers energy. They appear over the horizon 
and you have to spend precious steering 
seconds shooting !hem down with a cursor 
before they attach to your root 

in the marsh you only get one creature at a 
tune but one more is added for each of the next 
two sections making it harder and harder to 
concentrate on driving. If 30 of The creatures 
attach to your craft or you run off the road then 
that's ii - but a succesful joujmey mil get you to 
the sea 

This is similar to the land stages but moves 



much fas** Tteie ssnc longer a vj\ a to follow 
but you have to gnde she rover between rocks 
white hommg m oc tfae sound beacon of the 
base ship You eaol ooorrol ihe rover $ speed 
raymore but these are m urate creaiures to 
threaten you 



I 
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► Six testing stages, 
* Great pressure in switching between j 
mg and shooting. 

► Reasonable 3D graphics - certainly distinc- 
tive. 



i a 



► The first stage is simple and graphically 
uninteresting. 

► Frustrating to work hard at each stage and 
then die by a little dip. 

► Graphics are curiously undetailed. 

► Footstep and beacon noises are guaranteed 
to irritate. 




! trundle the 
roT«T icms ih* 
mirth a 
trip* to driln 
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FINDERS KEEPERS 

Multrtrumc, £ l-M cm r joystick with keys or 

lip 



The Ma$tertroroc miracle continues with a 
great little arcade adventure containing 25 
screens two large scrolling mazes a host of 
objects and some puzzling tasks You play a 
lltfe magic krught whose role in at] this is to 
either please a princess with a birthday gifi or 
make an awful lot of readier depending on 
how chivalrous he s feeling 

The action takes place in the Castle of 
Spr Iceland where lots of odd-taokmq sprites 
wander around trying to sap your magical 
strength The display shows either a plaTform 
screen or part ol a rna^e. along with info on 
your cash value of objects earned strength 
and number of lives You can walk around both 
screens and maze and operate a rather diffi- 
cult pmp control on the plaiJbnn screens 

Jotted around the whole playing area are 
Utile white mangles that signify objects You 
can carry five obiects at a time which are 
obtained and used with single key commands 
for get trade, drop and examine Each object 
has a cash value and can be convened the 
real thing at a traders, where you can also buy 
things. Two objects sometimes combine to 
make a third which, along with the tradinq will 
allow you to either make plenty of cash or 
actually find the btrlhday present 

There are lots of horrible creatures shaped 
like squid hamburgers and eels thai will drain 
your strength on contact The problem with 
this is that when you lose a life no vtstblesign is 
gtven and it to all too easy to get very close to 
ultimata death without realising ft 
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RED ARROWS 

Datshais Software £195 crass, f 12.95 dish, 
joyxtidc with key ar keys 



A Ibght simulator that lets you fly in a display 
with the Red Arrows is a very attractive 
prospect The only problem with this is that 
you spend most of your time NOT flying in a 
formation but zooming around on your own 
wondering where everyone else has got to 

The idea is to gradually improve lnprove 
your flying stalls through solo flights, practice 
moves and finally to perform a display The 
display and controls are like those of other 
flight simulators, with a cockpit-view from the 
plane and leadouts of thrust speed, height, 
radar (formation and manoeuvre), artificial 
horizon roll indicator, brakes Daps and under- 
carriage. Joystick or keys can be used to 
control thrust, brakes and movement 

Each section can be Down with you trying to 
stay m formation At the end of it you are given 
a score and debriefing time depending on 
how well you've Sown Most of the time you're 
just trying so follow the planes m front but this is 
easier said than done - its easy to crash, 
leaving a parachute to drop down in front of 
your view with you dangling from n 

You are given help in the form of flight 
tuition which tells you what move you have to 
make. Even belter are the auto-steer and 
auto-thrust options which can't be used 
together but allow you (o concentrate on 
steering or thrust m order to stay in formation 
white the computer takes care ot the rest. With 




the help of these you may be able to maintain 
formation lor longer. But due to ihe oversteer 
and non -centering of controls it is ridiculously 
difficult 




Red aloe ii itUl in 
formation - but 
that's because the 
game's in demo 



The graphics aren't that good with the only 
spots of interest being the other planes Sound 
is just engine noise and Ihe occasional crash as 
you bite the dust again. It will take an 
incredibly long time to perfect this game and 
most people won't be bothered. 



6 



P- Takes a very long lime to perfect. 

Interest in trying to emulate the Red 
Arrows. 



E 



> Control is insensitive, 

► Graphics and sound are uiumpressim 

■V Very discouraging when you go out of 
formation so fast. 



GRAPHICS 




sonics Egg 




CRAB FACTOR ^ 


mm 


STAVING POWER EES 






^■>:-:-:->xcom)bc 



HARD HAT MACK 

Aholotott tMM cist, joystick m ksys 



Mack is involved in a very hairy piece of 
construction work high among the girders of 
an unfinished budding You have to complete 
the building work on three progressively 
harder screens The firs* screen ts made up of 
five level? of girders, four of which have a 
chunk missing out of them Lying about are 
blocks which you have to pick up and drop 
into the gaps Once in place you have to catch 
a nvei gun that bounces around the site and 
nvet the blocks into position A springboard at 
the right of ihe screen, a lilt at the left and 
chains help you get between girders but there 
are dangers that may knock you oH 

If you complete three screens you go 
through them again with additional hazards 
Each screen has a bonus time that ticks down 
and if this runs out you lose a life or get it as 
potnES if you finish the screen in time 




SECOND OPINION 

It's certainly good value - , f ocir no further for a 
bargain basemen! arcade adventure - 
although the character you control has no real 
individuality and (here's little originality m the 
game. But graphics and sound are pretty good 
Al the price there's nothing to rival it 

PC 



This, ram l**d* 
oil on the right 
hud aide to i 




LX'T*iiLfj tViTwi^cn screens .'jn*: isuixii int: c**?i 
be difficult since to jump you have to use 
diagonals along wtih accurate positioning of 
the knight This can lead to lots of frustrated 
attempts as you bang ag&jnst ceilings or fall 
short with a jump against a wall. This is 
compounded by the tact that you may well 
attacked while all this is going on 

A catchy little rune plays throughout the 
game and ihe sprites are pretty good until they 
start overlapping For £1 99 you're getting a 
whole lot of game 

BW 
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► Large playmg area 

► Some puzzling object combinations, 

► Caichy In tie iune 

► Good graphics. 

I* Take a long while to crack 

IIP 1 f W 

► Bad jumping control 

► Overlapping graphics flicker 
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SECOND OPINION 

The game's very attractive to Jock at - U seems 
cfeacf easy, but it isn't quite, Unfortunately, it 
r sally shows its age (1983) with only three 
screens, and the gameplay won t test veterans 
of more recent programs, PC 



► Cle ver ideas for screens and animation, 

► Calls for good liming and re fteaes. 
^ The screens are very tough. 



I 1 
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► There sue only three screens, 

i> Soma of the jump timing is too finicky tor 

comfort. 

P- There 1 * no music - just pound effects 
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BOULD 

The Grab Factor 




Are we stark, staring BONKERS? Are we oat of oar YfXf LITTLE 
MINDS? We mast bfc, Because, instead of keeping them for OQiw t v es 
we re giving away 50 copies of Mirroreoft's Boutierdzth- oam Off the raost 
addictive substances known to man. 

Just dig this competition. At very little cost to your brain - y ou*U need if 
to get through the rest of the mag - yon could win yotLr&elf a copy off the 
great Boulderdash the game that's had me playing overtime for a good 
few days and nights. If you win yonTJ find yourself spending many a 
ion dodging rocks and collecting jewels. If yon don't win, it's hard 



You're going to need all your energy and concentration to ai 
liberate Rockford from bis underground imprisonment, so we're ma 
the competition easy. Even I could answer the questions. 

All y on have to do is read our review. Then read it again and look at the 
questions printed below. Then read the review once more. Now you 
should be ready for some answers. Just choose the correct alternative for 
each of the three puzzlers and write down the number of the question 
with the right letter eg 1. d* All the information you need Is in the review, 
so we're not going to listen to any excuses. 

Entries must be on a postcard or the back of a letter and include your 
name and address. Send them to:2k>ulderdas2r Competition, Amstnd 
Action, Valemde, We* Street, Svmerton, Somerset TA1I TPS 

The closing date for entries to reach us is October Hth. aeon 
afterwards the fortunate fifty will be digging for victory. Can yon^fford 



to 



out? 



Blurb Qr'dJur # 
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MASTERFI1E 

"A LANDMARK ... WITHOUT QUESTION THE BEST 
DATABASE I HAVE EVER SEEN" Tonv Keno'e for Popular 
Computing Weekly "HIGH -CLASS AND EXCEPTIONALLY 
POWERFUL DATABASE" Phil Tayler fat Computing with 
the Amstrad. We will not orgue with them If you have 
filing/retrieval needs. MASTERf fLE will do the job 
Published by AMSOFT. aval (able directly from 
Campbell Systems. Price £24.95 {tope)' £29.95 [disc). 

M ASTERF ILE PROGRAM EXTENSIONS to link with 
Other programs, such as TASWORD 464D, or to process 
your files. £9.95 £14.96. 

DISPLAY LANGUAGE tor dynamic 
eye-catching texlual displays — 
£9.95/ £14.95 

SAE for full details of our CPC 
software, 

All our programs run on 
CPC 464/664/6128. 



Price* include VAT and P&P anywhere *Hhin 
Europe Send your order to the address below 
with payment mode out toCAMPBEu. SVSTf MS'; 
or telephone us wHh voor Access or 

SorriovCOrd number. 



MASTER-CALC: the spread-sheet program which is 
taking the market by storm, offers 3000 cells, 
variable mixed column widths, split screen, super 
high precision, unique formula handling, and 
graphic histograms. Totally machine-coded. 
MASTER-CALC is fast, friendly and powerful, and 
comes with 40-page manual and tutorial 
Published by AMSOFT. available from Campbell 
Systems. See what the reviews say. Price: £24.95 
(tape) £29.95 (disc). 




CAMPBELL SYSTEMS (Dept A A) 

57 Trap s Hill Loughton Essex IG10 1TD 
Tel: 01-508 5058 




THE FABULOUS 

CASSETTE 




20 Koy, Multifunction 
Calculator Watch 

• Normal 1 2 and 24 
hour time mode 

• Calender mode 
» Calculator mode 
■ Alarm mode 



Amstrad cpc 464 

^cia FDtfcm tad inli Hcrift puts tad 
DYNAMITE itw dim, totiy IN fftttl ,C4iil liri tw'ipli 
.iuccBfld. Find vDuruff in diHttitil tttwio'l in Ibd 
arifinjF Hiifffnlwfl Ed uwch far Ihi KINGS ORE 
NEMESIS i iraphirttcjmu" viriiDii dl Ditollo with 
.-liiHif i;r?laur1iil apeipns and lnveEi oP fAmy. 
To mvntiDP onlv ihni ef thw 50 pwnii an iht 
Amslnd Cnsvtlf 50- wtoicfe unducSt! w*m&* if&j 

licli-^l. ml adycjhcnai Ljaihiii, * rtiflJU iimiilaHH. 
Hid ■ faiWfWU »lfirtt|T BM«< CiWtit SO tsiiurni 
mriticfllaurtd ind him Mtnta nuphms .iOirs^ek 
tompntsbili if. iaund iraf music uliMiiofl ihe ■mjjing 
power al four AmtErad 
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CASSETTE 50 IS AVAILABLE ON 
UO&*» ATARI DRAGON E 11 C TOON 
VK>'JJ ORJC-1 ZXBt fjopplc Afmos 
Spectrum commodore « AHSTIRA.D 
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The latest Amstrad add-ons tested on the AA workbench 
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The latest plug-in that companies axe saying you've 
just got to boy is the light pen and graphics package. 
Amstrad p DKTroxiicf and the Electric Studio have all 
just released their products with many different func- 
tions and applications. Here's what you can actually do 
with these wonders of technology. 

* Construct complex designs using mathematical 
shapes, 

* Design screens for incorporation in programs. 

* Use pens themselves in programs. 

* Draw lota of pretty pictures. 

* Dump pictures and designs to printer, 

* Use icon-driven software - if anyone produces it. 
Not what you would call a stunningly impressive list. 

But remember - they are terrific fun to play around 
with. They also provide the same functions as most art 
programs but have the added attraction of the pen to 
control everything with. 

If you're still in doubt about whether you want one, 
read on and find out what each of the three can do. 



Amstrad LP-1 Light Pen 
Amstrad, £1 9.95 



This is the official offering and comes with a graphics program on 
tape and a pen that plugs into the joystick: port, The first drawback is 
thai it can only be used with a colour monitor while the other two will 
work on green screen as well Once you've loaded the cassette (you 
can save this to disc if you have a drive) you can flick through some 
on-screen instructions using the pen lo (urn" the page 

The instructions tell you about the package and how lo use 
sections of the Basic program to incorporate the pen m your own 



programs. IT you're not into programming then you can go straight to 
the Nun game - pick up the last object on a series of piles - or go to 
the drawing section in mode 0 (16 colours) or mode 1 (4 colours) 

All three pens have a number of standard drawing functions 
including boxes, circles, drawing or bmshwork. area filling, point to 
point line drawing text entry, screen area copying, area magnifying, 
screen dumps to printer, zooming on a screen seel ion and save load 
screen options. Amstrad s starts with a black screen which can be 
altered to any other. Unlike the other pens it will work on dark colour 
screens. 

Plotting most functions involves the use of several points When 
these appear on screen it's after an annoying thick, white bar has 
shot out from the left of the screen to the screen position. There is no 
cursor prior to this so for accuracy you have to adjust the dots that are 
plotted after ihey appear 

The features are explained step by sftep m the instructions The 
best of them are the banding and rays functions. Banding allows you 
to connect a series of points while rays can be extended from a 
single point to give a spoked or starburst effect 

Programming is a little difficult since you actually have to break 
into the Basic listing and pull out some sub -routines for use m your 
own listings. To use it to its fullest will take programming knowledge 
and experimental ion, since? otherwise it merely lets you pick 
between a number of cursors with the pen. 

You can only use an Amstrad DMP- 1 printer for dumps bui you can 
adjust the size and shape of the printout to change its appearance 
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* Step by step instructions and good menus make it very easy to use. 

* Possible to incorporate pen in your own programs. 

* The Mm game is tough to beat 

* The colours and functions can produce reasonable pictures. 



Only uses the Amsirad printer. 

Not easy to use subroutines in your own programs 

Point-plotting using band from edge of screen is annoying. 
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OKTronics Graphics Light P«n 
DKTronics, C24.95 





This pen is impressively packaged and comes with an interlace that 
plugs into the disk port, allowing a disk drive or other addon to plug 
into the back of it The pen itself then plugs into a socket on the 
interface The software once again comes an cassette but this can 
abc be saved to disk as can any screen designs 

The program is run by a series of icon-dnven menus where you 
select an icon with the pen and then press space bar lo trigger the 
action 

The first menu allows you to save or load screens foom disk or Cape 
while number two has a handy calibrating routine. This allows you to 
try to centre a screen cursor beneath the up of the pen, using the 
cursor keys, for more accurate drawing This menu also contains the 
dear screen option which either mercifully gets rid of a load of pink 
or mfuriaftngly destroys a great work of unsaved art. 

Menu three has the draw, fill and set colour options as well as a 
nice set pencil one Here you can determine the width of the brush 
you are using on screen or switch to the grafittMite spray can mode 
When you return to draw mode you can now use the width of pen set 
or get a great spattering effect with the spray can 

Menu four has another nice trick with the rubber band feature. 
This allows you co connect lines around a number of )pmst and then 
fill them m permanently in your chosen width and colour 

The fifth menu can access three others for copying, adding text 
and using the scratch pad The copying can be straightforward I I or 
images can be blown up and shrunk by up Co four times, screen size 
permitting 

The final function is the scratch pad, which is excellent for doing 
detailed editing of sections of the screen and for reproducing small 
images over and over Areas can be taken from the screen edited 
and put back or a fresh piece of pad can be overlayed on ihe screen 
This allows you to be pixel accurate since ihe area on the pad is 
blown up many tunes from the screen, 

To get printouts you have to load m a small programme and then 
rype in a listing from ihe instruction booklet Listings are provided to 
gel Amstrad and Epson printer dumps but the information is 
provided lo convert them for other printers There are also machine 
code and basic Listings which allow you to save screen designs and 
use them in your own programmes 

These options are much more flexible than the Amstrad LP- 1 and 
this makes it the best package for incorporating a light pen in your 
own programs 
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Good presentation using icon menus 
The best package for programming 
A lovely spray can effect 

Reasonable selection of features allowing good screen pictures 



also be used instead of the cursor keys for pixel-accurale cursor 
positioning 

The brush function has variable widths like the DK'Tronjcs pen, 
but its spray can doesn't meet the same standard since it doesn't 
produce the same grafittilike spattered effect. Copy, zoom, words, 
paint -OH and rays work much the same as for the other pens 

The special functions start with the geometric shape drawing 
which allows you to create lots of patterns very easily Boxes can be 
done both as normal rectangles, as filled m boxes or even as 3D 
cubes The cubes don't have to be regular though, and you can 
concoct some very interesting 3D images 

IPs not only 3D cubes that you can draw but also mangles so that 
you can draw pyramids as well as the normal triangle 







If you want to use the package to produce graphs there are dotted 
and grid backgrounds available and any screen display can be 
dumped to an Amstrad or Epson compatible printer. Colours and 
textures for displays aren't hard to come by since ihers are the 16 
standard colours and four basic textures, each with nine variations 

Instead of just copying an image you can drag, reverse or flip it to 
achieve a new image The drag option lets you pick up an area of 
screen and put it down somewhere else while revetse and flip lei 
you mm an image upside down or back to front If symmetry is what 
you desire then the horizontal and vertical minor draws will suit you. 
although to produce a recognisable and accurate image you 11 need 
to use Ihe cursor keys or joystick. 

The colour mask is another helpful feature in lhat it will convert 
one colour on-screen into another and is handy for altering any 
mistakes made while paint filling Fleck colour display and file 
display are scrolling menus at the top of the screeix They allow you 
to pick from a series of shapes and colours which can be dotted 
around u* character squares 

If you tue of all this you can just use good old pen and erase mode, 
where you can draw lines and rub them out Even the line -draw 
mode is quite fancy, with options to draw simple lines or connect a 
series of dots to form a 3D image or a geometric plane M these 
functions add up to a powerful graphics package which is certainly 
enjoyable to use but won't be of much help if you want to do your 
own light pen programming 



* The most expensive of the three pens 

* The menus may be pretty but they get annoying to flick through 
■ The instruction manual could be better designed 



The Electric Studio Light Pen 
The Electric Studio, £19.95 cass 



Graphically, this is the most impressive of the packages It has a host 
of functions, but it's also the least applicable to programming It can 
be used with colour or green screen monitors and loads the 
appropriate package when prompted The pen comes already 
attached to a small plug-in interface but there is no way to plug any 
other device into the disk drive port 

The screen appears with one targe menu overlaid on the right 
hand side. If. for some reason, you prefer the left, you can switch 
sides using the M icon on Ihe menu When you re actually using a 
function this disappears revealing the rest of the screen underneath, 
and reappears when you press the enter key. 

Each of the functions appears as a little box in the menu and is 
activated by the space bar or joystick lire button The joystick can 



T 



' Lots of different geometric shapes built in, 

* Easy-to-use, one- screen* menu, 

' More possibles for textures, symbols and designs. 

* Good graphics handling with drag, mirror, copy, fjJJ. mask and 
zoom options. 

* Well designed, helpful instruction booklet. 



| 
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1 No potential for own programming, 

1 You can t use a disk drive at the same time. 

* The flashing cursor can be irritating. 



CONCLUSION 

All three pens are good graphics packages, bur The Electric Studio s 
is the best because of its extra features. 
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Tough, powerful p aggressive. That's the reputation Amsoft has earned 
among software houses in the last year during its continual drive to seek 
out and market the best Amstrad programs it can get its hands on. 
Arartrad Action's CHRIS ANDERSON caught the slow train to Brentwood 
to speak to the men at the heart of the operation, software development 
manager PETER ROBACK and softwmn sales manager MIKE MQR- 
DECAL 



\ 



ANDERSON: Maybe you could start by ex- 
plaining how Amsofi fits into !he overall 
Amstrad umbrella. 




ROBACK: it's also there as a business tn its 
own right - in other words u's not (here as a 
loss-making or break-even company It s there 
to make profits as is every division in Amstrad 

It's not just mndow- dressing Jo help support 
the machines? 

ROBACK It's not wmdtow-dressuig and it is not 
pure support it is a healthy division of the 
company in its own nghl 

Pve heard it suggested that Amsoft in its 
relationship with other software houses has a 
very hard-headed, tough, aggressive 
approach. Is that fair comment? 



* MUt* Marital 



MQRDECAi Amsoft is the division of the 
company which was set tip to support the 
hardware side 



ROBACK We just take the at'iruae 3 said 
before, Amsoft ls not there purely to support 
the computer, it has to be profit -making m its 
own right, U has to be business- like m the way 
M conducts itself and therefore without wishing 
to discredn any software houses, we may be 
lakmg a much more businesslike altitude 
toward them than maybe? Ihey're used to 
seeing So tn other words I regard a piece of 
software not for lis prestige value in being 
seen on our machine, and a good example of 
that would be a product like flife There is no 
way t couM go out and spend SO. 75 thousand 
pounds on a product like Eltfe iu$t because its 
prestigious to have a title like thai on our 
machine Ifs got to be profit making That \s the 
extent to which we are hard-headed toward 
software companies We won't buy programs 
off them if they aren't going to make us money 

Are you saying there's a difference between 
being business like and being over- 
aggressive? 

ROBACK Yes Unfortunately there are people 
who don't understand that 

So how good are your relations with mosrt 
EQfrware houses'* 
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ROBACK The software houses that we deal 
wuh - and ai the moment tbeie's probably 
over a hundred of them - we have the utmost 
respect foi ibern and J m sure if you speak to 
any of them you'll find they've got the mnost 
respect for us They make money out of us and 
we make money out of them Nobody s 
ashamed of making; profits We had oomplainis 
from a tot of software houses in the early days 
That all we were interested in ls wiping third 
party software houses out and basically taking 
the whole of ihe market for ourselves* But that 
isn't whai we re about 11 really isn't Sure we 
want the best software because as I ve said. 
weVe got to be profitable But we have another 
side to us which says that we want to make 
sure that the best software gets seen by the 
greatest number of Amstrad users And we 
feel - I'm sure not many people would argue 
wiih it -that Amsoft as a vehicle is the way lo 
get your software seen by the greatest number 
of Amstrad uaeis 

How big a put of Amstrad is the computer 

MORDECAI Its get to be a very important 
part 

ROBACK Computers are a product to which 
Amstrad ss 100 per cent commuted but there 
again we ve goi other products we re 100 per 
cent committed to as well We also make hi fi 
televtaon videos, portable stereos 




Amstrad hi fi is said to have a reputation for 
tow reliability, whereas the computers have 
proved to be extremely reliable. Is there any 
explanation for that? 

MORDECAI: You're relating our computers to 
Commodore and Spectrum, for which ihe 
unreliability (actor is astronomical The hi & 
market is a different kettle cf fish 

What about the people who actually buy the 
machines* When the 464 first came out, much 
was made of the fact that this was a new breed 
of computer aimed at a wider consumer 
market Do you have in your minds a different 
picture of an Amstrad owner compared to say 
Spectrum or 64 owners? 

ROBACK: it's not m our mmds, we've got 
factual evidence of who our owners are and 
they covei a very wide section of people Very 
wide For instance working in ihe hi B and TV 
markets we were aiming fairly down-market - 
class code GETS, tfs. £s Now were aiming 
completely across the spectrum 

Do you think that's different from other compu- 
ters being sold? 

ROBACK Yes I do, because she Amstrad 
computer is just as attractive to little Johnny 
aged 12 as it is to Alan Sugar {Amsirad's 
managing director) to sit there and type his 
private memos snto and bold his private files ax 
or to Joe Bloggs who owns ihe menswear shop 
in the high street, or you could walk round this 
building and discover thai most of our secre- 
taries and a lol of our managerial staff actually 
use a 464 or a 6S4 ai their desk Whether they 
use it for memo-writing, for typing letters, for 
keeping accounts on, whatever I hey use it for 
its a highly versatile package - and its a nice 
games machine as well 

You say Alan Sugar uses one? 

ROBACK: He's got one in his upstairs office 
and he also uses one at home 

So are you saying that although you've got the 
games players as with Commodore and Sinc- 
lair you also have businessmen using Am^ 
strada - that s the main difference? 



ROBACK; Definitely 




Looking as software sales, how do business 
programs sell compared to games software? 

MORDECAI Well during the known leaner 
months of April and May when software houses 
are all holding their heads and saying when s 
the next customer coming in to buy this famous 
game, we were still selling a terrific amount of 
business software Thai never went down at 
all in fact ihaia on the rise and increasing all 
the time Whereas during ihe April/May syn- 
drome, the games software became stagnated 
and picked up again during June and July 

Bui comparing the two with each other, where 
do you get most of your income from? 

MORDECAI Oh the arcade games certainly 
outsell the business programs, but business; 
software Is on a steady climb 




P*t« Hofcacfe Brad ping * new progrun 



How far are things going to shift now toward 
disk software? 

ROBACK A long way 1 think people are sick 
and Tired of waiting quarter of an hour while a 
tape's loading 

MORDECAI We are looking at only a 40-60 
split in favour of tapes this season 

Is thai what s happening at the moment or what 
yqm ihink will happen? 

MORDECAI: That's what we're planning for 
In-house research shows it's going that way. 

ROBACK: Were already down on record as 
saying that one of our aims is to get people 
transformed to using disks. It's not because 
they're more expensive or that we make more 
money - in feet we make less money out of a 
disk than we do out of a tape But whai it is it 
makes if easier for ihe end user II makes the 
machine that much more user-friendly There 
is nothing more antagonistic than sitting watch 
ing that computer doing ostensibly nothing for 
ten minutes while you're watting to load a 
piece of software, 

So do you think Amstrad is going lo become 
the first home machine to successfully make 
the switch - to go the Amencar, way where the 
market ls dominated by disk -baaed software? 

ROBACK Yes, definitely 
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Is that going to affect the nature of games 
released on the machine? 

ROBACK: Adveniures will be bigger, games 
will be bigger, they'll be more complex, more 
interesting. It creates a loi mote scope tor 
people 

Do you feel in retrospect a mistake was made 
m going for three inch drives instead of three 
and a half like everyone else? 

ROBACK: No 

WAA il done for cost reasons? 

MORDECAI: Whatever ihe reasons were Alan 
Sugar decided tl 

ROBACK And he very rarely makes mistakes. 

MORDECAI: We've had no comeback realty 
on three inch disks WeVe got support on 
rhem we've got blank disks, and the price isn t 
overtyped* It complemenis our computer per- 
fectly. 

But doesn't it complicate things tor software 
houses having to duplicate on yet another 
format? 

ROBACK WeU who is using three and a half 
inch disks? 

Basically everyone using mini disk drives - the 
Apricot. Ihe new Atari ST, everyone - except 
Amstrad. 

ROBACK What are the sales figures of Apri- 
cots and Atari STs compared to Amsirads? 
We've already got the widest usage - or much 
wider than they have 1 really ihink you should 
be asking them that question - are they 
regretting going for three and a half 5 Were 
setting the standard because we've got the 
greatest volume out there. 

When you look at a new title, how is a decision 
made on whether to release it? Some people 
would say that some of the Amsoft range is not 
very amazing quality. Is that fair comment? 

MORDECAI: It s fan oarnmeni on some of it 
because originally there was nothing written 
tor the Amstrad We had lo take conversions 
Now we've got lo the stage with something like 



Virgins Sorcery where it's written on the 
Amstrad purely for the Amstrad and there is a 
noticeable difference There are a k>t more 
games coming through like that and software 
houses are now taking more care on conver- 
sum& But initially we had to have the software 
to support the machine when we launched it 
We didn't want lo do an Enterprise, we didn't 
want to do a BBC, we didn t want to do a 
Commodore C16, we wanted to do an Am- 
strad We wanted tola] support. 

But are you happy to push out a game if you 
think it will sell quite a few, even if the quality 
isn't that great? 

ROBACK; It goes back to whai we said before 
We're m this to make money. If it will sell 
enough lo make a profit we'll sell it 

Even if that might hurt the long-term reputation 
of Amsoft as a softwane producer? 

ROBACK No. you see you have lo diaw a line 
where Amsoft switched from being a support 
vehicle lo being a software publisher as such 
To start with tl was a support vehicle -the 
machine had to be launched with software. 
Had to be Now we can concentrate on getting 
quality games, real quality games, We've had a 
breathing space where we've had sut months 
ro have qamfts written to our specifications 
We've now earned the reputation to allow 
people tike US Gold to launch stuff under the 
Amsofl labeL We've earned that reputation 
People like Beyond Software wouldn't give us 
products like Lords of Midnight to bring out 
under ihe Amsoft label if they didn't think they 
weie getting a very good deal and were doing 
better by bringing it to Amsoft than by doing it 
ihemselves- 

MORDECAI Taking it to the extreme, weVe 
proved what we can do with rubbish Imagine 
what we can do with good titles, 

ROBACK- Our marketing is very, very ..vi- 
cious. Us vicious marketing Nobody can 
compete with Amstrad's marketing, because 
thals what we were built on. 

You guys have come in to the computer scene 
fairly recently - what do you dislike mwi 
about it? £ 

MORDECAI Nothing, ifs a very interesting 
industry Younger people are involved 
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ROBACK The ±shkfs that Tve got - and 
they're becoming less and less prominent now 
- 15 that there re a lot of people who are in it for 
the prestige Tbeyre in the trade for the 
computer's sake and not for the business sake 
They care more about the prestige of carrying 
big titles and are less business enervated But 
they're becoming weeded out The vast major- 
ity of people now realise its a business hke any 
other 
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The new releases 

Mike and Pete's comments on some of the 
new titles coming out either under the Amfiott 
label or on the new Amsoft Gold label: 



Sorcery Phis 

'It's going to he huge It's the best game yet on 
the Amstrad There are almost triple the 
number of locations in Sorcery ' 



Lords of Midnight 

7f's a classic program * 
Willy Wobbler 

7 don't see anything wrong with that title Its a 
nice title It s not a conversion it'll come out 
simultaneously with the Commodore version ' 



Gyms 3 Chess 

"It'll blow your brains out It is brilliant 
brilliant. You've got a choice of 2D, or 3D view 
There are 12 playing levels Theres one where 
the computer senses how good you are and 
plays to your level It is superb * 



3D Grand Prix 

'It's lovely It's by the same boys who wrote 3D 
Grand Pnx on the Beet, but it's been im- 
proved, The graphics are obviously much 
belter. You've got extra features like rear-view 
mirrors ' 



3D Stunt Rider 

That was actually designed by Alan Sugar 
Obviously it wasn t written by him ' 



3D Boxing 

Tar superior to Elites version (Trank Bruno's 
BgxukjJ Voice synthesis lovely 3D graphics, 
good movement.' 
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Glen Hoddhfc tkxrcei 

7fs a very nice soccer game m 



Other planned Amsoft titles include Gryphon 
and Black Thunder from Wizard Development 
and a larae selection of US Gold qames 
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High Res Graphics Program tor 
more serious applications (includes 
both Mode i and Mode 2) 
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If you have any difficulty obtaining our products, please send 
cheque/P O to: 

THE ELECTRIC STUDIO 

P.O. BOX 96, LUTON LU3 2JP Tel: (0582) 595222 
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The Pilgrim chronicles his 

travels in the realm 

of danger and discovery 
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Let s face it. The Pilgrim is pretty chuffed with his decision to buy 
an Amstrad. If you re a dedicated adventurer looking for an 
up-to-date fi bit machine; you really couldn't have chosen a 
better machine for opening windows into the unknown. The fact 
ls that, unlike other micros, adventure and the Amstrad have 
been going hand in hand since the very beginning. Some of the 
very first software for the Arnold was of the adventure variety, 
with offerings from Level 9 and Interceptor reaching the shelves 
only weeks after the machine first appeared. The Pilgrim has 
jotted down elsewhere his pick of the games available so far, 
and here we take a quick gander at some of the latest releases, 
one of which - hold on to your seats, because it isn't often that a 
reserved Puritan like myself makes such statements - looks like 
becoming an all-tune classic,,. 



brought them all together - so nor only do you gel the excitement of 
exploration and discovery (as you gel in most good big adventures) - 
you also gel the thrill of casting spells, finding treasure, and doing 
battle with mythical beasts You may think this is a bit old hat but 
believe me u is done very well indeed A loi of games recently have 
been cast in the science fiction mould (including Level 9 s) and its 
nice to be able to indulge in a bit of dragon bashing again, if only to 
keep the right aim in fine fettle 




Lml 1 ft 



OH lei's not beat about the bush I'm going to put my reputation on 
the line for this one Here, fellow pilgnrns, we have ihat rare event - 
a real classic 1 know everyone always babbles on about Level 9 and 
how fenrabulous they are. but believe me, this game is really very 
near the sop of ihe All -Time Adventure League- 
First you get over two hundred locations PLUS graphics I II admit 
that Level 9's graphics aren't as great as their game design, but m 
Red Moon they're good enough not to detract from the overall sense 
of excellence. The location descriptions are full and vivid, and the 
locations themselves well thought-out and original though the 
opening scenes do bear some small resemblance ( 'grassy mounds 
and so on) to those of fief urn to Eden* one of the company's earlier 
releases 

Red Moon takes you back to the days of Colossal Adventure, 
magic, dragons, and fabulous treasure The game seems to have 
distilled some of the mosi attractive qualities of earlier titles and 




Your guest is for the Red Moon CtyslaL source of all magic on the 
planet where you find yourself Useful features include commands 
for turning on and off the graphics, plus the very useful ability to 
enter commands while the graphics are still being drawn The 
pictures however, draw reasonably guickly so you won \ have to 
wait around too long in any case 

There are one or two small omissions from the instruct tens Casting 
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spells, for example, requires you to have found a particular object for 
each spoil If you find a pearl, for example, then you will 
automatically be able to cast a 'SNOOP' spell, which lets you peer 
into adjoining locations without actually going there - very useful kf 
you think there's nothing but a vase pair of jaws waiting to welcome 
you round Ihe corner Abo not mentioned in the instructions are hit 
points' - you get a limited number of these and lose one every tune 
you case a spell. 

Re incarnation is possible - though 1 m not sure how many tunes 
you can use it {I suspect there is a limit) It dumps you back at the 
start, together with all youx treasures I find this a useful addition 
since tt means you don t have to SAVE a game quite so often, a 
process that can be rather a chore if you're operating a tape-baaed 
system. Unfortunately, although the program is 664 compatible. there 
are no disc versions around yet though Level 9 say upgrades may be 
available later 

The only other problem with Red Moon - and this is common to all 
Level ffs games - arises when you enter a word that the program 
doesn't understand Instead of telling you which of the words entered 
has been rejected, the game simply says Wilts Mm Bud? 1 or f Eh?* or 
some other unhelpful response The vocabulary is large, admittedly, 
so you won't have this problem too often if you ve some adventuring 
experience, but it would still be nice lo see this facility added to what 
is otherwise an excellent game 

Level 9 have had a consistent reputation for good games, and Red 
Moon ls one of their best, tf not THE best At £6 95 that makes u an 
essential purchase for all followers of the Hidden Path DROP 
everything and GO for it! 
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Firebird have broughi out some good budget arcade games, and 
now r hey re trying then hand at adventures Perhaps not surprising - 
ly, in view of the low cosi i hru first effort is a Quilled adventure, but 
the Pilgrim has to admit that it's one of the better Quilled efforts he's 
seen and includes some quite decent graphics 
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Subsunk places you m a nuclear submarine You're all on your 
lonesome the sonar indicates that you're at the bottom of the ocean, 
and everyone else has been captured by the enemy (the Russians, of 
course - don't expect any political surprises here) As a resourceful 
reporter who evaded capture by hiding underneath a bunk, you 
must raise the submarine unaided 

First the bad points. Like most Quilled games, Subsunk doesn't 
always race through the old RAM to get the nitty grjtty on the screen 
In fad, there are times when you really have to twiddle your thumbs 
waning for the program to do nothing much other than add two and 
two together and print You can't do that, mate/, or whatever. 
However Subsunk is better than most in this respect, and more 
importantly, the design of the game readily compensates for its 
faults. 

The locations and in particular, the puzzles have been very well 
thought out and are extremely logical but at the same time they 
manage lo be amusing and ongmaL You 11 find yourself bouncing on 
mattresses cracking combination safes, and wrestling with vacuum 
cleaners m an attempt to save your valuable hide There aren't that 



many places to go inside a submarine lam there s a lot to find and a 
lot of thinking to be done 

The Pilgrim felt that some of the puzzles wmm a bu too obvious, but 
otherwise he reckons this is very good value for money The only 
thing I would point out is that some of the responses are a bit odd 
Entering Hold breath , for example, gets the reply You bash it With 
all your might* Nothing happened Tm still trying to work that one 

QUL. 




SHADOW OF THE BE Al 

KUffll, fl EH 

Oh-oh, here we have a real poltroon of a game. Tm sorry, fellow 
travellers, but all 1 can say is that this is one adventure that should 
stay on the shelves Let s examine the evidence for the prosecution 

First, it s so slow in execution that 1 reckon it must be in BASIC - if 
it's m code, it's got to be Morse code or something I can t believe it's 
in machine coda It doesn'i disable the BREAK key. or those 
combinations of keys that (if you're unlucky enough to hit them while 
entering something else) have an annoying feature of generating 
break codes This means that you may have to wait for the damn 
thing to load not once perhaps not even twice, but in my case three 
tunes It s not worth the effort. I can assure you 

Second, it s poorly designed You crash your spyplane in Siberia 
and must make your way to the Chinese Republic Don't ask me why, 
since it isn't very clear from the game exactly who you are or why 
you should choose to undertake such an immense tourney, except for 
the usual assumption that the Russians are the enemy Perhaps they 
are, but let's have a little background detail 

The display is poorly designed too You get a large, slow-drawing, 
ugty screen with mode 0 text and a rather poor picture You can then 
move using the cursor keys, or enter I to switch to a completely 
different screen that shows you how cold you're getting, how many 
matches you ve got left, and enables you to enter commands There 
appear to be under 20 acceptable commands, which isn't enough by 
todays standards, and you have to make sure you've engaged the 
CAPS LOCK key to enter any of them Since there s a feature on the 
Amstrad to convert all input to upper or lower case, that's just plain 
lazy. Entering R returns you to the display screen, but frankly 1 
should )ust press ESC and flee to the kitchen for a cup of coffee- The 
game costs £3.93, but I should save your money. 



NORTH SEA BULL1 
ADVENTURE 




Just in case you're tempted. Kumas other offering is no better than in 
the Shadow of the Bear The Pilgrim marks this game with a big red 
cross and advises you to avoid it like the plague Nuff said 




This game has several amusing touches - it occasionally flashes up 
witty remarks on the screen has an enjoyable variety of responses to 
your inputs, and even manages some quite decent pictures. You find 
yourself trapped in a complex of caves, and must avenge the death of 
a sailor long dead m order to avoid being cursed and suffering a 
hideous fate. 

The plot idea is in fact quite original and, together with the good 
humour, this game could have had a lot going for it But sadly, it 
hasn't been carefully enough programmed to make the gAde For a 
start, the ESC key hasn't been disabled, and since the program is on 
tape and takes quite a while to load hitting the wrong key can be 
very annoying 

Furthermore some of Ihe responses simply don't make sense and 
lead to a general sense of frustration Being asked What's that e be 
sayings may be amusing first time round, but after a while it gets 
rather tedious. Also, some of the fill routines for the pictures are 
faulty, resulting in colour escaping from trapped areas and bleeding 
across the screen 

Nevertheless, the program does accept some quite complex 
inputs, and there are some suitably gory touches At one point, if 
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you're not quick enough to escape. Blackbeajd s Ghost crawls out of 
a chasm to give you a hard tune, and the descriptions axe really 
pretty gruesome Bui overall Smugglers Owe can be reoom 
mended only to those with patience, a greed for gold and a forgiving 
attitude to sloppy programming. 



Land a copy of Red 
Moon 

Red Moon looks set lo become one of (he best-selling adveniures on 
the Amstrad Now you could strike lucky and walk off with a free 
copy! Level 9 have kindly slipped 10 free tapes into the Pilgrim's 
back-pack, and he's going to send them off to the ten readers who 
write in with the most ingenious clues for publication in the 
magazine. So, if you ve solved a puzzle in an adventure game ninniijg 
on the Anwtrad and are feeling ridiculously pleased with yourself, 
why not go one slep further and win yourself a free game^ All you 
need co do is think up a riddle or other form of cryphc clue that gives 
the solution to the puzzle in a cleverly concealed (but soluble) 
fashion and send u on a postcard t c The Pilgrim. Amstrad Action, 
Valeside. Wesl Street, Somerton, Somerset TA11 TPS 





Atmosphere 


Interaction 


Challenge 


AA-Ratijif 


Red Moon 


90% 


70% 


65% 


90% 




Sub Sunk 


65% 


50% 


60% 


6S% 




1 Shadow of the Bear 


40% 


10% 


20% 


25% 




North Sea Bullion 


45% 


10% 




25% 




Smugglers Cove 


68% 


55% 


50% 


62% 



yo 1 ^- finances rmtwA oiv- 

ssfgsS!* 5 * _ 

«^ ****** *^ 



pirates. ^ 

^ [otto** 1 ' 



The Pilgrim's 
Post 



You don't nave to $lt in your attic 
aw atone doing battle with the 
denizens ol darkness Adventur- 
ers all over ihe country are wailing 
to hoar from you - and tins is the 
place to gel in louch with ihem. 
News. wews, hints, lips, and gos- 
sip an i$ welcome, and although 
I may not have time to answer 
your letters individually . can 
assure you that they'll aN be read 
and many will find the* way onio 
these pages if you've solved a 
game - or games - and would 
like to share your expertise with 
others, then grab a pen and drop 
me a line. Each month, ihe Pikjnm 
will be drawng up a I 'St of the 
latest Lords of Adventure read- 
ers who have persevered m the 
struggle agamst all manner or 
obstacles and are now prepared 
to render assistance to others 
Adventurers lend lo be a modest 
tot. but tel s hear you blowing your 
own ifurnpets tor a change 1 

I can honestly say - I swear on 
my pilgrim s staff - thai these 
pages are YOUR pages You* 
experiences m the world of 
adventure wrU go to make tfrs 
section into a realm of mystery 
and imagination for other readers 
And tf you have any comments 
about the column itself, then ol 
course feet free to let me know - 
your suggestions will not go un- 

Send parchments, scrolls. 
rune-carved stones etc, to Jhm 
-PRyfhii* Amstred Action, 



T*11 TPS. 
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ADVENTURE NEWS 




State of the Art 

Interceptor have set new stan- 
dards lor graphics in adventure 
games, even if the text is a bit on 
the skimpy side Now they're 
claiming to have produced a 
game with pictures far superior' 
to anything thats gor>e before 
Warlord boasts 1 00 locations plus 
pics, and has you rake the role ol 
a Cettic warrior battling against 
your Roman counterpart Sounds 
like a must for adventurers ar-ti .tM 
students alike ai E3 99 



Robin of 
Sherwood 

Adventure International are prom- 
ising that this game will be on the 
shelves by the time you read this 
Priced at £9.95, it sounds Irke a 
promising buy, wrth graphics simi- 
lar in style to those on GmrnHns. 



Level 9 loading 

Level 9 have revealed how to load 
cassette versions ol their games 
onto the CPC 664 For Colossal. 
Quest, Dungeon, Snowball and 
Lords of Tirm enter [TAPE 

MEMORY82FF 
Then LOAD-ADVENTURE', 
43000 

Start the tape and press any key 
When it's loaded type 

CALL &3000 
For B den, Emerald tete and Rea 
Moon a simple |TAPE and RUN" 
before starting the tape should do 
the trick. 

Level 9 should have disk ver 
skxis available later this year and 
are promising cheap "upgrades to 
cassetie owners 



The Pilgrim's Pick 



Micro-Mega- 
Game? 

Mieromega, who have produced 
some really excellent arcade 
games including 3D Dnatfrcfrase 
and Jasper for the Spectrum, are 
rumoured lo have produced a 
version ol Iheir graphics adven- 
ture Kentitla tor the Amstrad Ken- 
ttffa. originally available lor the 
Spectrum, is a challenging game 
with some very attractive 
graphics and good fight sequ 
ences, not to mention some rather 
obscure opponents The game is 
meant apparenily to be rcley^cl 
by Amsott. but as yet no confirma- 
tion has been forthcoming Watch 
this space 



Daring the Darkon 

Arcade software house Taskset 
{of Super Pipeline and Jammm 
lame) are turning their hand to 
adventures First in line is Souls of 
Darkon, a text and graphics game 
set on a far-oil planet wftere you 
as a space-age gfadiator, must 
rescue your pals Irom the evil 
Darkon The game lealures com- 
ptex input, 100 plus locations 
and interactive characters, m 
eluding a Handy Hovering Spher 
ical Friend called Komputa 
Sounds an intngijmg package 
(priced ai £8 90). and it's very 
good news to hear of another 
software house entering the 
adventure market. 



The Pilgrim chooses the eight programs in his personal, 
all- time Top Ten. But. then, he never could count. So if 
those £ 1 coins are wearing a hole in your breeches, you 
can't go wrong by splashing out on one (or all, if you're 
fabulously wealthy) of the following: 

COLOSSAL ADVENTURE: The great mega-classic that started ihe whole 
schmoozie and is still played avidly by adventurers all over Che world 
QnginaLty a 170K mainframe Fortran blockbuster, it's been simultaneous- 
ly expanded (in design) arxJ compressed (in code) lo run an your Arnold 
by at least three software companies - Level 9 (Colossal Adventure), 
Melbourne House {Classic Adventure), and Duckworth (Colossal Cave ) 
Go for Level Jte gwne if you cot afford it - ifs still the besi and lengthiest 
version of this text-only classic available for a micro 

THE HOBBIT: Uiokinq a bit aged by now, but still ho! on atmosphere and 
notable for being one of the firs! games to lntioduce "interactive 
characters If you haven t escaped from the Goblin's Dungeon, you 
haven't Jived. Melbourne House take the credil for this one. and you can 
shll find it obi the shelves complete with copy of Tolkien's book of the 
same name, tots of graphics, and some very tricky puzzles 

FANTASIA DIAMOND: Hewson Consullanrs Heathrow Air Traffic 
Control his been one of the longest setting arcade games around, and 
this text and graphics adventure deserves similar popularity Hie pics 
are good and so are the characters some of whom are utrcofnraonly 
intelligent The Pilgrim ls ^uncularly enamoured of the little ioy robot, 
who really does seem to have a mind of his own 

LORDS OF THE: All Level games m? worth considering but thus 
happens to be one ol the Pilgrims laves Mammoths tooth lames, 
sabre-tooth tigers, you name it. this game might have n Ptay it and find 
out 

CASTLE BLACKSTAJt CDS aren't generally known as an adventure 
software house, ao this game hasn't had ihe acclaim (or the marketing) il 
deserves A lext-only challenge in the grand tradition - if you enioy 
Colossal Adventure then this will be righl up your street Mind you. it's 
pretty tricky, so tton i expect to finish it in a day. or even two U actwlJy 
forms pan of a trilogy, and the second pari should be with us next year 
Since the programmers SCR Adventures claim to have developed an 
adventure sysiem on a par with the one used by the American company 
taJbcotn (who produce uttra-state-oMhe -art proqmms) the sequel to 
Castie Blackstar should be something quite special 

HEROES OF KARN Converted from a Comrnodore 64 original this game 
bom Interceptor unfortunately bed 3onie very mce mu&c However, the 
graphic??: are raipeib (as ai^ the pics in &U Interceptor adventures) and 
the challenge considerable Not Cor beginners, or for those wanting 
lengthy text descriptions (they're short in the extreme in this game), but 
good for the puzzle-solving addicts who know a nice graphic when they 
see one 

RING OF DARKNESS: Wintersolt who produce thss Dunoeons-and 
Dragons graphics adventure used to write for the Dragon micro Its nice 
ic see them back in the market-place, and this game is one of the few 
games ol its type for The Arnold You create a character. -^omple!e wiirs 
intelftgeoce. tot points, and agility, and then explore the landscape 
mostly fighting and eating and finding treasure Possibly a Im U dau-n 
graphically, but let's hope Wmieiaoft bring ou1 some on una I Amstrad 
material soon In the meantime this is definitely worth a try tor those who 
don < mind an absence of text and a lot of blood -letting 

GREMLINS: One of the Adventure Imor national oBenngsL this game has 
some great graphics and some VERY mcky puzzles. As a general rule 
you can rely on Adventure International lo come up with a oood game 
but it remains to be seen how many ol their titles will be translated for the 
Amstrad machines Watch out however for the Marvel superhero series 
- The Hulk and Spid&TTflafl are coming as soon ,*g we ve gol lan>e and 
both ate excellent garner, if rather difficult lo complete without some 
expert assistance - but then you can always check out this column for 
help! 
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WHH ALL PRINTERS: QL USEPS WNtERS GUIDE Getting 
I he besr ttom your printer i$ not 

ftot#i 4uv wbv****+ and voul pay far itum and pri lor mi 



■ DOT MATRIX 

SHINWA CP A80 
EPSON FXSO F/T+ 
EPSON FX100 F T ■ 


EX VAT 
£165-00 
£314-00 
£42540 


INC VAT 

£189-75 
£361-10 
£488-75 


■ DOT MATHIX PLUS NIAO UTTER QUALITY 

EPSON LX80 NEW £205-00 
KAGA TAXAN KP810 SPECIAL OFFER £235-00 
CANON 1080A £240-00 
CANON 4156 Of KAGA 910 £335-00 


£235-75 
£270-25 | 
£27640 


■ DAISY WHEEL 

QU EN DATA 1 1 20 
JUKU 6100 

EPSON DX1 00 SPECIAL OFFER 


£225-00 
£32500 
£356-00 


£258 75 
£373-75 
£409^40 


■ COLOUR PRIMTfRS 

EPSON JX-80 SPECIAL OFFER 
CANON PJ1080A 


£450-00 
£425.00 


£51 7-50 
£488 75 


■ PRINTER TYPEWRITER COMBINED 

JUKI 2200 


£245 0G 


£281 75 


« ACCESSORIES 

WORLDWIDE + 
BSC PRINTER CABLE 


£43-00 
£8-00 


£49-45 
£9-20 


■ UTILITIES 

CLEARANCE SALE OF REPLICA 11s NORMALLY £12 
REPLICA II Top© to Disc Copter £5-00 £5-75 





ALAND Unit 2 7, (trots* &u i I d «ng s Gorf way SI Hudderifiettf 

Tel 0484 514105/512037 



Ttos Gwi Own* no** 

^variable for .^m / - 



COMMODORE 64 
AMSTRAD and 
SPECTRUM 




LOAD 

&KUN 



Sand your Chaquas/POs [Starling only) 
or stamp and address for list to: 
LOAD & RUN, DEPT, NAA P.O.BOX123 
DARTFORD DAI SAA 



RING {0322} 73128 FOR ENQUIRIES 

OUR POLICY FOR 134113 TO PROVIDE SOFTWARE 
THAT EVERYONE CAN AFFORD. 



WE WISH AMSTRAD ACTION GOOD LUCK FOR THE FUTURE 

AND FOR ITS READERS WE OFFER THESE SPECIAL 
PRICES ON NEW AND OLD GEMS FOR THE NEXT MONTR 



DUN DA8ACH... ♦ tf*fi 

CENTRE COURT*.*.*. «.i£M* 

DAflKSTAR...*^.. *MA$ 

Fl-GHTtfl PILOT* • CO.fl* 

J£T SET WILLY 

FOOTBALL MAHAJfl £R , „ - . CM9 

SOflCtRY,*-... ...... 

WASTE RF IL£4«4 „ , , , £ T H40 

MACH I Nl: COPE HITCH „„..„♦ E 1 1.46 



ALIE H| »* . *.»..*,* ....c?.» 

era DECATHLON ..*.»i„. + ..,.<,E74ft 
DEFEND OP Di8,i*...*.».,« + .*>...fiMi 

014OSTB4J SIE lH 4* 

BEACH HEAD. . ...... *TM 

KNKUff LOWE - ..tf*H 

THE HOB0IT tll.M 

THE QUILL M (( .ttl*» 

PIT MAM TYPE TUTOR. tTA* 



BUY ANY TWO OF TH E ABOVE AND ACCEPT ONE OF 
THESE FOR THE SILLY PRICE OF £3.90 

S FLAIL. MUTANT WONTY«-BLAfiGEIl« HANDICAP GOLF 



LOAD & RUN OFFER A COMPREHENSIVE SERVICE TO A 
GROWING NUMBER OF DISCERNING AMSTRAD USERS 
WHY NOT FIND OUT NOW 
DISCOUNT SCHEME AND MONTHLY MAILING UST 
ARE ONLY A PART, 
WE ARE ALWAYS ON THE END OF THE PHONE FOR HELP... 



NEW * NEW * NEW 



CAHfTTE M5<9 GAMf* 



aw*» 

TN tou topi IX* - 



PS CMi 

CiS fUf 

US fin- 

fS.M 

(MS OS 

c*s mM 

Oil am 

{Mf fUl 

£LH CUi 

OS Mt 

flS M 



um^jak^ mi Mit 



UCHTftrtlffiHI ™ , D*S CHS 

DMMFhNTEJIIWQIf _ ttW »0 



ADVEPfTVM * *TWATl(Pf 

PPT fttMn 



>...-Si--i 



a» CM! 

as us 

ClJt CUf 

as us 



as cut 

Hwtnipi J tynip, as am 



tllS CUM 

U^riwK CHS aw 

P^fHTvp^gOwrH c+is tits 

CASSETTE 1AHJD UTIL/TIEJ 

CHS £71 S* 

ns as 

CHJl tiM 



UX : Ail priepi mdiril VAT PV In LWC Add PAP in Bh ■ek*L| Ioj liwd^*, 
far Eurap^in & Dm**4i: AM fldc« *adv<l* VAT & hdudt P&P in E^opi. 
ElitYflwi idd 50p #Ktri l^r PAP h*r<twix# @yiiid# E^0^>« Wkt Q.SOL 

IS ONLY A SELECTION OF NEW RELEASES AND ACCENT ADDITIONS TO 
OUR STOCX f LEAS E FUNG FOfl LATEST RELEASES 

lAAb 
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Thia is it folks - the hottest section in town for 
getting the low-down on the tips and the pokes that 
can transform your gameplayuig* if not your life. 
Ton want to beat a game by outplaying it? Or maybe 
you just want to poke it so yoti can cheat your way to 
the finish? Well this is the place for you t mate. 

Well be giving playing tips from ace games 
players and the authors of the games themselves, 
while the Special Ops boys will be poking around in 
the back room to tell you how to win the underhand 
way, Well also bf printing fabulous maps - like 
DUN DARACH in this issue <- to help out any souls 
lost in the complexity of a game. 

You can be a part of these pages because you're 
the expert! - well, some of you - and we want you to 
tell us how you succeed. Send us your tips and pokes 
and well test them out so we can bring them to 
everyone on these pages - along with your name. 
There's also the little matter of our huge reward. 
Immmortality and riches beyond your wildest 
dreams can be yours just through your games- 
playing skill. 

BlMrt>UJrdZr)£ 

Ciose Encounters with Airwolf 



Our own, our very own, Bob Wade reveals the informa- 
tion you need to get on your way in Elite's nbterrannean 
'copter caper. The rest is up to you. 



On the first screen ignore the 
and control box since shooting 
these appears so achieve nothing 
yet Descend a screen and bias? 
through the wall using smooth up 
and down mouons and rapid firing 
close to ihe bamer Once you've 
cleared a hole big enough, go 
through to the thud screen. 

Here you "U come up against a 
robot. You can either squeeze 
over the top of him or wail titJ he 
Ravels to the left of the screen and 
sneak between htm and she wall. 
Once again, ignore the control box 
since this seems to do nothing. 

Pause at the beginning of the 
next screen until the pole with the 
ring round it is heading away from 
you then surge forward and off (he 
top of the screen You are now 
under the sinister] y -marked rock- 
ets and should hover on this 
screen, WITHOUT scrolling off at 
any time, Eventually the robot on 
the right moves across to the left, 
allowing you to slip past and onto 
the next screen 

Here you should wait until the 
robot is heading away from you 
and then follow it until you can nip 
underneath it to where there is a 
force field. Once the robot moves 
left agauv 50 up to the next screen 
where a security camera is patroll- 
ing Fly underneath this and bomb 
the control box between two blue 
spheres- 



lf you now descend a screen 
you should find that the force field 
has disappeared and you can de- 
scend to another screen. This one 
is real nasty, but shooting through 
the wall on ihe left will take you 
back to the screen below the 
iocket screen where the pole with 
the ring on it is And that's where 
we ll leave you, hovenng around in 
search of the way Through the next 
wall. 

One Last clue - scroll onto the 
rocket screen so that your tail 
appears in the wall and kills you. 
then watch what happens to the 
rocket exhausts You might see 
something to your advantage 



Blowing 
Short's Fuse 



ThiS Cheapo platform gaine kom 
Firebird has five screens based 
around a monument You can ac- 
cess any of the screens using a 
three digit code So if you're find- 
ing st all just too much, sat back, 
relax and type in these codes 

Itj Mahal ODD 
Eiffel Toww 446 

bAmm fUm m 

Big Ben 341 
Oriental House 125 




The section where your tips, pokes and 
devious game-busting ploys are relayed 
to the nation 



It 



Finding Karl's Treasure 



If you're having trouble living long 
enough to complete Karl's Trea 
sure Hunt, a Software Super Saver, 
then run J his listing before loading 
ihe game and you'll get yourself 
100 lives. 



10 Memory 12288 
20 For f-1 to3:!oad h 
30Ptike36t02,100 
40 Call 36864 



next 



Winning at Combat Lynx 



Robert White of DureU Software give* the lowdown on 
how to make the most of the all-action flight eimuJ a tor, la 
thia what we might call a no-win situation? 



Winning' at Combat lynx is not a 
likely proposition, but here are a 
few tips on how to survive for just a 
little bit longer, 

About 20 enemy vehicles will be 
trundling towards each of your 
bases, including Base I Alter wip- 
ing out any of the bases other than 
Base 1 those vehicles are then 
re-direcied to join the forces mov- 
ing against Base I 

It ts essential thai you protect 
Base t as this is your only inex- 
haustible supply of troops and fuel, 
so your first two missions should 
be to lay eight minefields around it 
m a complete square Since enemy 
tanks can attack it diagonally The 
minefields can be breached by 
two enemy tanks hitftng them, so 
to play safe you could place The 
minefields two squares wide U 
you lake too long Base 2 may get 
wiped out while you re prelecting 
Base ]. Make sure you don't land 
on the minefields by mistake and 
for heaven's sake don't drop mines 
on any of the bases. 

By the time you've laid the 
minefield you'll probably be get- 
ring reports of attacks on the other 
bases. These may not always be 
instantly fatal but yoti are well 
advised 10 respond as quickly as 
possible Load up with some wire- 
guided anti-tank missiles a few 
mines and the maximum quantity 
of heat-seelong air-to-air missiles 
and fly to support the attacked 
base. 




YotfU gam a higher score and 
efficiency rating from the effective 
use of air-to-air weapons (as you 
will have more target opportuni- 
ties and aircraft targets offer more 
points) but you will noi be able to 
cany a maximum load of anti tank, 
anti-aircraft and mine weapons at 
the same time. Note that the other 
bases have only a limited supply of 
mines, so you will need to bring 
extra mines from Base 1 each lime 
you fly out. 

If you go for a high-score too 
soon in ihe game your bases will 
suffer from inadequate ground 
support. After theu demise Base 1 
will come under heavy attack, 
after which the battle will come to 
a fairly rapid and unpleasant oon- 
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elusion 

The unguded weapon systems 
are difficult to use (33 yoti must aim 
the helicopter without crashing) 
and relatively ineffective , but they 
do offer substantial gains m saving 
weight NEVER attack an enemy 
field -gun. as they seem to be let hal 
against alow-dying helicopters 
ALWAYS attack enemy tomes 
and ranks from behind - they won't 
Hie back in thus position, 

As you deplete the enemy hard- 
ware you will feceive reports of 
enemy reinforcements coming id 
at a given location. If you quickly 
head to that co-ordinate position 
you should have a real turkey- 
ahoor as all the reinJor cemenia mil 
still be close together If you can 
wipe out the enemy reinforce- 
ments taster than they enter the 
battle you could possibly to' But 
I doubt it! 



Hole Out at 
Golf 

If you're having trouble lowering 
your handicap at Amsoft s 
Amsgolf, then here are three 
handicap codes that should get 
you started and some tips to help 
you get it even lower 

To get handicaps or 15 13 or 1 1 
you should input A6PJ2L BQX24 or 
JIT93 respectively The effect this 
has is to enable you to hit the ball 
with Jack Nicklaus-sryle power, 

Now you've got a lower hand- 
icap there are few things thai 
should get it even lower Always 
use a driver off the tee and, unless 
at a short hole, where yau can take 
a chance on reaching the green in 
one. aim it at direction four in 
order to avoid hitting the tree Lf 
you slice 

Use the driver at maximum 
strength if you're still a long way 
from the hole, even if you're in the 
rough This will lead to more slices 
and hooks but as long as you plan 
for those possibilities in your 
direcnon you'll be OK. 

When yotrte in close to the hole 
you want to hit the green without 
mistakes so always use an iron that 
can hit the green with strength S or 
6 Once on the green, the strength 
of the putt can be judged roughly 
by the table below 
Yards Strength 
1-3 1 
4-6 2 
M 3 
LO 13 4 
13 IB a 

Above IB yards it is difficult to 
hole a pun, so it is bettei to leave it 
just short for a tap rather than 
whack it and leave a tough one 
back. Remember, you can still 
miss from 4-6 yards, so pliy safe. 

You should now be able to par 
plenty of holes and even get the 
occasional birdie if you're lucky. 



Poking Punchy 



REWARD 



playing m d r( *ttno 

^tS^i-jsr^ ***** 



These pokes for Mr Punchy from Amaoft Mr .Micro 
will let yon complete the game with tau - if you 
want to do that - as well as rack up a huge 
high-score. 



First clear the memory and then 
input this line' 

Memory 8191 Joad ,r code \8 192 
Far a hard game now enter: 

For a- 11320 to 11339:poke 
a,25S:nuxt:ca]l B192 
Or for an easy game enter. 

For a 31320 to H33S:poke 
■.33ne]rt-call 8193 
giving you a sausage and magic 
carpai on every screen 

Alternatively , define your own 
game by fjrsi typing this toe in- 
stead of either of the previous hvo: 

For a 11320 lo U335:prirt 
a 1 pwk(a);:riiejtt 

ThLa gives the memory location of 
each screen with their poke 
values. To change each screen 
use the formula: 

Pok e X, Y 
where X is the memory location 
and Y is the sum o( any of the 
values below. These will cause the 
respective items to appear on the 
screen as long as your arithmetic 
has been coned 

Punchy - 129 

Ghosta - 64 

Carpels ■ 32 

Custards on top = 16 




Custards on bottom - 16 
Tomatoes on top = 4 
Tomatoes on bottom 2 
Sausages = 1 

So to get a carper sausage and 
ghosts on screen you would iyp*? 
in the line; 

Poke 11320,97 
Once you've defined all the 
screens type; 

C«118193 
to start the game. 



Sussing Sorcery 


if you cant work out which objects release which 


Borcerom in Virgin's classic $\ v y then feast youi eyes 


on this. The key 


teUs you which objects you need where - 


all you've got to do now is find them. 


LOCATION 


OIJECT 


Wastelands 


Goblet 


In the Palace 


The Little Lyre 


In (he Chateau 


Golden Chalice 


In lite Chateau 2 


Spell Book 


Sronehenge 


Soi cc tot's Moon 


If the Tunnel 


Magic Wand 


Strongroom 


Crown 


Dungeons 


SctoII 



Defend - don't Die 

Here's another little scorcher, 
which will give you 99 lives and 99 
smart bombs on Alhgaia's Defend 
or Die All you have to do is type in 
the program and run it to toad the 
game with the desired changes. 
10 Memory &3(tf 
30 Load "defend or die" 
30 Poke 

40 Poke Afi4e9,&99 
100 Call &4025 



Amsclub 

Many of tha tips and pokm on these 
pages have been supplied by the 
nranbers of Amecluk the independent 
Anssrad Iter Club Thanks to Mrs E ] 
Moores for the Punchy pokes. Ingo 
foehtar fw the Ghastbust&rs account 
number and to David Baxter and Kenny 
Bull for the Karl's Treasure Huns pokes. 
Special thanks to these last two for their 
painstaking v^ork in mapping Dun 
Daracft and to David for compiling all 
the tips Cor u& 

If you warn any more information 
aboul Amsdub, rend a SAE fo David 
Baxter - the clubs founder - dl 43 
Mount Stewart SL. CaxluJc*, Unajk- 
■hire. ScoCind MLB SEB 
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FU-KUNG IN LAS VEGAS 

Amtoft/flomiV fi 95 cats, joystick or keys 



This oriental gentleman is an undercover US 
marshal who has to check: out all the casinos in 
Las Vegas to see if they're honest . He does 
this by seeing if you can pick up ail four 
playing cards m difficult pasatons on a screen 
full of - I knew ill - PLATFORMS 

The star (?) is a little Chinaman with a potnry 
hat, who has a terribly slow walk and an 
equally stow jump with whining sound effect to 
match. The faur playing cards he has to get are 
one of each slue and he just has ro walk through 
them (o pick them up. 

Placed around the screens are lots of obsta- 
cles, monsters and Idtal drops iliai wall send 



SECOND OPINION 
I've racked my trams to find something good 
ro My about this game, but I havent been able 
to come up with Anything. So VU repeat the bad 
points instead: horrible graphics, worse sound, 
silly scenario 

PC 



you back to the start of ihe screen with all the 
cards back in place Which of those obstacles 
ts fatal depends on your choice of either the 
easy or hard games On the hard level some 
objects, like the purple bumps on the floors 
and celling, are activated and become lethal 

One nasty feature rial crops up on many 
screens are the laser beams that intermittently 
flash on between two points killing you if 
you're caught in them Most others are moving 
objects that shuttle about either horizontally or 
vertically on a fixed path so that you have to 
carefully time your progress past them 

Block graphics make up all the screens with 
the only really good pieces being the dissolv- 
ing floors and some of ihe moving objects The 
background colour is a rather dingy grey The 
only sound effects are the horrid jumping noise 
and some staccato footsteps. 
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Yon can switch off the game 



■ i 



N E W 



Slow movement. 
Blocfcy graphics. 

► Bad sound effects 

► No reward in getting further in the game. 

► More like a magazine listing than a com- 
mercial game 
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CYRUS II CHESS 

*mofi. M cbsi f 13 .» dok. Ireys only 



This is computer chess with an extra dimen- 
sion - ihe third dimension h presents you with 
a sruraung 3D display which surely spells 
extinction for ihe old- fashioned 2D graphics 
we've all lost to so many innea What Cyrus 
doesn't do is speLL the end of losing to chess 
games, because its a horribly strong program 
The graphics use only blue, black and while, 
but by soptostLCaied use of shading ii seems as 
if a much wider range is being employed The 
braid appears suspended on a background of 
black space and is tilled towards you so ihat 
\ho white pieces ate at the bottom of Ihe 
screen and the black ones at the top Each 
individual piece is clearly defined and I hen 
shaded \o give an excellenl impression of 
solidity 

But when you actually move this impress - 
ion fades -ma most amusing way The pieces 
actually seem to wobble as they slide from 
square to square as if they were made in 
jelly -moulds Strangely, this somehow im- 
proves the program as you're always tn- 
Jeresred in watching the display Another nice 
touch is that pieces merge when they capture 
- two pawns become one a knight changes 
tnto a bishop and so on 

All this would be very pretty bui very 
useless if the program didn t piay a decern 
game. Unfortunately for the human ego, it 
go; And very quickly too At Level 1 it moves 
almost instantly yet with considerable sharp- 
ness Ar l>e*ei 3 - usually the level at which 
computer chess games start to gel stroppy - it 




never takes more than 30 seconds and always 
comes up with a move that will cause you 
trouble Even at Level 9 the average response 
is only 14 minutes 



SECOND OPINION 

Chess games don't often get rave reviews but 
this certainly deserves it The graphics are 
excellent and I found it played a good game 
even on levei one It should suit anyone from 
the novice to the grandmaster With this 
display it's loo attractive to miss 

BW 



Cyrus has considerable knowledge of 
book openings and more than holds its own m 
the murky waters of the middle-game It 
generally plays aggressively, bus - at Ijevel 3 - 
didn l quite have the killer instinct in a close 
end-game The program has all the usual 
features enabling you to print out, set up 
problems, change sides and even get hints 
from the computer Frankly I wouldn't trust it 
Cyrus is out to win 

PC 



BEACH-HEAD 

US Go Id/Am sflft, £9,95 can, £13,95 (fit* 



A combination of air, naval and tank battles 
which forms a snt-stage attempt to destroy a 
fortress called Kuhn Lin. You begin on a map 
of the coastline, noi far from the fortress 

You control a cursor and have a choice 
whether to navigate a narrow sea- passage or 
attack an enemy naval fleet head on If you 
tackle the passage you have to guide ten ships 
from ihe bottom right of the screen to the top 
left, avoiding mines and torpedoes that ran- 
domly cross the channel. 

Once your ships are passed or gunk you 
progress to the air attack stage that you would 
encounter if you engaged the enemy fleet, the 
difference being that the battle is shorter if you 
use the passage Aircraft approach from the 
horizon to attack your ships and have to be shot 
down with your ship s twin cannon The planes 
drop bombs and you lose a ship if enough 
damage is done. 

II you survive the air-attack the enemy fleet 
that was present on screen starts to shell you 
Your gun now has to find the range of the ships 
by changing the elevation and then sink them 
all. The enemy salvoes may cause you to lose 



SECOND OPINION 

It's qtxxi So see this very enjoyable multi-blast 
on the Amstracf There are lots of different 
tasks, some straightforward others pretty 
tricky The ship and air attack sections are 
very classy, although the tank-attack suffers 
from the machine s jerky scrolling Overall, its 
very good value pc 



more ships but a healthy bonus is awarded for 
destroying the escaping aircraft carrier. 

You now move onto the beach-head itself 
where you are given two tanks per surviving 
ship up to ihe number of eight These must be 
driven through a right- to- left scrolling screen 
of obstacles and defences Most hazards are 
static but the occasional gun -emplacement or 

The Enemy 

PASSAGE 

Torpedoes: Grow channel at random - Net 
tier* an one 01 two nf« spot*. 
Mines: Hover move and ana 1 ! hard! to avolrf* 
JUR ATTACK 

righfcnc Approach oew the horizon and 
should be ahot before they drop bomb*, 
RAConnsiaance: Fly across scree i 
worth good bantu poinls. 

NJtVUL ATTACK 

Aircraft Carrier, Trie* to escape and 
DUHTt boon* if rank. 

Battleships: Vary dsngeroos and should be 
rank next. 

Other ihlpK Lea* duf«fotu bol still need to 
be diiraaJched quickly. 

TANK STAGE 

Obstacle*; Curt be rarf and must Be GfcHfUUv 
driven round. 

Onn esnplaoenents: Sit atUl P wudJy in middle 
of •creen i afld Ore one shell at a time. 
Tanks: Mow as and down aenvn and fire one 
■hell at a time. 

FORTRESS STAGE- 

Wlndowai Ten to be shot with * alight drift m 
ihr, rig hi on she Lis. 

CsnnDDj Never misses your lank but there la 
time to nil three windows with one tank. 



< 
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PLAYER 0:06:32 




The 2D opt ton 

if you cant stand the roAltsm of 3D you can 
change to the kirti of 2D dispiay used by 
COTWfifrOftAf chess programs The on/p mdvan 
t*ge at this ts thai when a mom bis been 
beaded the piece changes squares tike grwsea 
lightning instead of mewng in the stately wc&ble 
c/ the 30 display So its quicker tc get beaten 



Whitm ha check- 
ed with iht buhep 
aid black rt- 
tpcuadi by tfilar- 
paiinf Us awn 
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Superb 3D display 


Powerful game. 

Very speedy mpome. 
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► Cut be hmnUiebng. 
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tank mil pop up in your path to fire shells at 
you and will have to be dispatched by your 
own gun-turret 

The las? stage is the fortress itself which is 
displayed with a targe cannon on top and ten 
windows in the side. These light up one at a 
time and you have to shoot them with your tank 
gm You have to control both its position along 
the bottom of the screen and its elevation. 

The cannon swivels lo face you and will 
always destroy your Lank unless you have hit 
all len windows This means that several tanks 
are needed lo destroy the fortress and if losses 
were too heavy early in the game you wont 
have enough tanks to do the job. Success sees 
the cannon explode and a white flag waves at 
you from I he shattered remama 

BW 



w* Different stages of action, 
w> Good graphics on all sections. 

► Testing gameplay throughout. 

► Random element keeps you constantly 
under pressure. 

w- Fast, blasting action 



m> Sections can become repetitive. 
► Navigating the passage can be too unpre- 
dictable for comfort 



oern only parts of the battle, the fifth actually 
running through the whole Unrig. The shortest 
game should last for an hour, while the 
complete campaign will last for an exhausting 
six ot seven. 

One. two or three players can take part 
controlling the British. American and German 
forces respectively In the one player game 



Th* cuticj which 
to Heap*. 












SONICS 
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STAVING POWER 






A A RATING 





SECOND OPINION 

This is certainly the best war game /Ve seen 
on the Amstrsd Display and scrolling are both 
impressive, the map is big and the game ts 
demanding, t particularly appreciated being 
offered a coice of scenarios The onfy real 
disappointment was the sound - the beeps 
and burbles when battle commences are 
weak to say the least 

PC 



ARNHEM 

CCS, £9-95 c ass, keysunly 



The para troop assault on the Dutch town of 
Arnhem during the second world war was one 
of the Allies' more disastrous failures. The plan 
was daring in Els conception and many think tl 
could have succeeded given different cir- 
cumstances This is your chance to create that 
situation and alter the course of history. 

The game takes place on a large scrolling 
map covering the area from south of Ein- 
dhoven so mat north of Arnhem There are five 
different game scenarios, bur of which con- 



the computer controls the German forces and 
you control both Allied forces. With two 
players, one controls the Germans and with 
Three players someone also separately con- 
trols the Americans. 

The screen shows one araa of the map along 
with the date and time, ihe unit you are 
controlling and any reports Within each sce- 
nario are a set number of turns, with three 
turns oocunng m a day IWis are subdivided 
into first mechanical phase, non-mechanical 
phase and ihe second mechanical phase 
Motonsed units can move in the first and third 
phases and other units in the second 

Eacft unit ts placed under your control in 
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LORDS OF MIDNIGHT 

Amsofv Beyond £8.95 cau, £12.94 duk, keyi only 



nun and you then have several options as to 
what to do with it Many auborne amis have to 
be landed to start with and this can only be 
done in clear areas A series of options now 
appears Report mil tell you the strength, 
effectiveness, morale, attack mcdLfier and unit 
size, all of which contribute to the unit's overall 
fighting capacity Digging in w\\i \ -\ 
proiect ihe unit from attack but doesnl hinder 
its own attacking capabilities 

Artillery can bombard units from a distance 
making I hem vulnerable to attack, The Travel 
and Change Size orders both affect the size of 
a unit Travel temporarily condenses the size 
of a unit for road travel while Change Size will 
change between condensed and expanded 
units The smaller unit size also allows units to 
cross bridges but makes them vulnerable to 
attack and they canno! attack. 

If you merely wish to move a unir it is done 
with The cursor keys The distance that a unit 
can travel is restricted by its type and the 
terrain it is travelling over. When you want to 
attack it is done simply by moving adjaoeni to 
the enemy. At the end of the movement phase 
all baffles will be resolved 

The scrolling map is well drawn and fte 
units are large and easy to operate The 
computer does most of the tedious work for 
you leaving you to plan overall strategies and 
tactics Certainly a good wax game particular 
ly if you like fighting against the odds 
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> Good map And unit graphics 

* Large playing area 

* A really tough barcle faces you 

* Options for one. two or three players 

> Absorbing strategy and battle Tactics 



I I 
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^ Little in the way of sound effects 
* Won't suit pacifists 
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land of Midnight is beset by a terrible 
n and it s muggins 1 job to get rid of it 
curse in question is an evil character 
lied Doomdark who, with the power of his 
Crown is out to plunge the land into 
wmfer - vol a happy prospect 
control many characters trt order to 
it Doomaark either in batde or by dea- 
th* Crown 

begin ihe quest in control of four 
including Morion, who is the only 
dm destroy the Crown and Luxor, 
lead the armies m battle AD four 
start at the Tower of ihe Moon 
entire are eight possible compass 
new is of the landscape surround 
there are a total of 3a000 (4,000 
7 in the game 
con move through the landscape ana all 
ism features that appeal i&ctuduig 
itains citadel 1 ? forests, sowers keeps and 
lakes Thesr am related to each other in an 
entirely logical way - as you move in any one 
direction seenety at first visible m the distance 
grows larger At certain locations you may ftnd 
recruits io your cause, new characters to 
control advice or fust rest from your weary 
Mfc Abo on the screen will be shown the 
emies that be ahead of you. 



nee all 



your characters haw done everyLnu 
cin you cm make mgftt teJf which i 
Doomdarks Enlfe and tba Jre 
battle between armies we calculated. 

wh£r&by fhfcy can move think, cfroosi? 




SECOND OPINION 

The huge mount of instructions was d 
daunting enough &ghl but was as netting 
cvmpgr&S to the game itself . which boggled 
my mind and my boredom threshold I conf ess 
- 1 just didnt have a whole weekend free to 
admire the 32,000 different views If you 
haven f got thai sort of tmw and patience you 
ivon 1 really enjoy it 
PC 
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re Tr«5 lerxsm 



en- 



Ren 



This allows them to perform v 
like investigating their smtrjuri 
ing about them Whan you mem 
will affect bow much can be dpne 
the condjuoi) of your bices. 

Morion is the only cnaidder ^ 
mm i£Hd the northern areas of the ma p with 
any safety since the toe Pmi will gnp the giber 
character Howevef he is vulnerable and if 
vcfj snouka toss boch Luxor and Morton then 
Ooomdaik wtB be victorious 

The combination of war-game and adw 
hire means you can play or* 
depending on which you prefer - but eithoi 
wifl take a king white to compter Tr& 
graphics are exceptionally good and with so 
rmttf detailed tocaftons mopping e straggly 
recommended 

BW 
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Stmuungty original game-ptey. 
4,000 detailed locaootttL 
T w.'o game-airris in one 
A tronwndous lasting challenge 
Multi character control guaxanioeing a 
differenl game every time 

©reai; fan exploring the land and it* 
mysterta* 

MarvelloBsly atmospheric instructions and 
gttw 
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Terribly depci 
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Midnight's Terrain 



strength. 
ji.-ri.-tvQ 



. fritrtel moTEmcnl and **p 
plain i© recruit Lord*, sJtelf n «nd 
aJow bet wml» (face tonat folk hmtm 
homvm tot the Hfl** whtra fw MV Had 



but uva artnuge powan 

prewt* tbetfer if trt*nd»y 
akrw Toa ftUgfeUT uud but tUfte dui^vj 
juottcuoo and reit 
good tha-har. 
powan of Moling aiufl i*rt*ai 

i m pe netrabla i 
MkinartajnJNi d^croiu but can atfotxl good 
protect! on. 

oft* a have magics power* 

give ■hcJter to all including 
mtetuibl aa , 

. ami could bo Mend or foe 



Ho* of the earth or the sea' is how the title is 
explained, which is aboul as much sense as 
you'll get when you're controlling a robot 
'seeker' around a futuristic ] ,000 screens Your 
task is to find a computer base which you have 
to destroy- Needless lo say Ihis wiU involve 
traversing mosl of the screens and completing 
a number of (asks. 

The screens are composed of three types 
oi border with open ends where you can move 
onlc another one Within each screen are a 
number of static bits of machinery and several 
types of moving robots. These can drain your 
psyche - your energy - although some aire 
more harmful then others Screens with a 
single humming object are dangerous while 
ones with three objects or jy$t blocks are fairly 
harmless draining only a little through colli- 
sions 



SECOND OPINION 

Excellent graphs - indeed, excellent every* 
thmg - for a cheapc game A! iOOO screens 
you're going to find its not just your robot's 
psyche that gets dr&ned. Exir* class is added 
by Mastertroruc's muih ImgusJ instructions 
and the lawt warble of Bach on the speaker A 
French Suite. 1 think. Or was u erne of the 
Ehg&sh 7 Do let us know if you can leif 

PC 



either mode you can pick up psyche energy 
from some static objects or pick up a bomb or 
other objecl. 

The two main other dangers are photon 
thiusfera and force field beams Thrusters 
oscillate bom the edges of screens and are 
instantly fatal lo you do you have to move onto 
screens carefully so as not to run headlong into 
one. Force fields appear across a screen and 
the only way to get past them ts to explode a 
bomb which can also kill you if you're too close 
when it goes off 

All the borders and objects are done in 
detailed muln- colour dnd look very good 
Things get particularly colourful when you start 
shooting your ever-changing laser beam, If 
you die you're told the reason why so you'll 
know what to avoid next time. Loading is a little 
odd with two excellent loading screens but 
one corning up at the very end of loading for 
only a couple of seconds in its complete form 

BW 
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t» Over 1.000 screens 

•> Detailed, colourful graphics. 

i> Lots of shooting and avoiding. 

► Bramwork required to solve pumieg, 

> A steal Ait this price. 



I 1 



N E 



fore* Hold bu 
ffaui can 



► As with ail BIG games, screens become 
samey 

One careless slip into a photon ihrusier car. 
end a lot of hud work. 

Wills *JHt vt*Eir 
cbfscim will de 




Your seeker can take two forms, one 
which shoots and one which doesn't You 
change between these at SWOP machines. 
When in shoot mode you can destroy the 
'hammers' that appear in threes on screen In 
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BOUNTY BOB 
STRIKES BACK! 



Twenty- five Levels 
Multi Channel Music. 
Dual Joystick Capability. 

Bounty Bob Strikes Back" is the sequel to 
.Miner 2049er which was a huge success 
on the Commodore 64 and Atari 
machines. Now on the Amstrad. this ver- 
sion features Bobs toughest challenge to 
date and he needs your help more than 
ever be fore to gu ide him through the mine. 
The mutant organisms within have multi- 
plied and over run the mine entirely, 
making it extremely difficult to survive 
the hazards of the u nde ground pa5sage- 



BEACH-HEAD 



Multiscreen 3 -D Arcade Action 



A peaceful island is being held by a 
ruthless dictator and his t ri lops. A.s Chief 
Commander of land and sea forces in 
the Pacific, you must obtain a quick naval 
victory and then invade the island with 
land forces. If your troops succeed in 
penetrating the island defence systems, 
the most difficult challenge still 
remains; capturing the enemy fortress of 
Khun-lin. 

Beach- Head is a multiscreen action game 
which requires different skills and 
provides new sequences as you progress 
through the game, 



BRUCE LEE 



Twenty secret chambe rs tocuplorc 



Unique multiple player options 
Darting graphics and animation 



In Bruce Lee" you will experience the 
power and the glory of Bruce Lee. one of 
the greatest masters of the mama] art s. 

As Bruce Ixc you wilt confront a barrage 
of vicious foes. You must penetrate the 
fortress of the EvU Wizard ami claim his 
fortunes. Destroying the Wizard will earn 
you im mortality and infinite wealth! 
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ways Using high powered special 
equipment in the twenty- five caverns is 
Bobs only hope of achieving his objective 
of secu ring the mine and def ea t ing the evil 
plans of Yukon Yohan* 



THE BEST OE AMERICA.. 
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US. GOLD ON THE AMSTRAD*- ONE 



RAID! 



Gripping Arcade Action 



Multiple 3-D Scrolling Screens 



The scene one of World-wide conflict. 
The only hope of saving the World from 
nuclear annihilation & an attack by stealth 
bombers on the Launch sites. 

As squadron leader, you must lead your 
t roops oiia virtual su jc ide rn ission; knoc k- 
out the launch sites, and proceed to 
the command headquarters. Armed only 
with the weapons you carry 1 , you must 
destroy the defence centre and stop the 
attack! 



DAMBUSTERS 



Superb Graphics and Sound 



At 21 IS hours on the evening of Hay 16th 
1943h a flight of specially prepared 
Lancaster bombers left R A £ Scampton 
for Germany And so, one of the most dar- 
ing and courageous raids of the Second 
World War was underway Now you have 
the opportunity to relive the drama 
and excitement of this famous action via 
your Armtrad computer. You will take the 
parts of Pilot. Navigator. Front and Rear 
Gunners. Bomb Aimer and Flight Engineer 
as you play this authentic reconstruction 
of the night's events, The multiple screen 
action is complemented by a compre- 
hensive package of flight documents and 
authentic material from the period 



IMPOSSIBLE 
MISSION 



Game of the Year 19 85- 
Brit ish Hiero Award s 

Message from the Agency computer..,.. 
....Your mission, Agent 4125 is to foil a 
horrible plot. From an underground 
laboratory, Elvin. the scientist, is holding 
the world hostage under threat of nuclear 
annihilation. You must penetrate his 
stronghold, avoid his human-seeking 
robots and find pieces of the security 
code. 

Somersault over the robots or use a 
precious snooze code to deactivate them 
long t hough to search each room. Use the 
Agency s computer to unscramble the 




passwords from the code pieces, or try to 
solve them yourself. Yog d better 
beware,, . .This mission is stamped 
IMPOSSIBLE!" 





US. Gold limited, Unit 10, 
The Parkway Industrial Centre 
Heneage Street. Birmingham B7 4LY. 
Telephone, 021-359 SflBl Tele*; 33T26& 



E GREAT GAME AFTER ANOTHER ! 



"All scree n ihotsd* M=*n nn the Commodore 64 



SORCERY PLUS 

AmsnW^irgitr. 613J5 disk, joystick only 



Sorcery was a great seller on cassette and this 
disk-based version looks reedy 10 set a whole 
new trend in Arnold games, being bigger and 
better than before You re $ei the same task as 
in the original - 10 rescue eight of your fellow 
sorcerors from where Ihey have been impris- 
oned by the Necromancer 

The original 40 screens have been ex- 
panded io 75 for the disc version Each one is 
filled wilh picluresque scenery, energy- 
sapping monsters, power -giving cauldrons, 
masses oi objects and the occasional trapped 
sarcercr 

You have lo fly around between screens 
using the wooden doors that cre*Ue open arid 
closed as you battle against both a time hrm\ 
and the constraints of your energy The sorcer- 
ors appear behind doors and to release them 
you have ic be carrying the correct objeci lo 
unlock the door Many of the early local ions 
are the same as Sorcery with the occasaonal 
additional room but there are whole new 
sections wich totally new scenery and reposi- 
tioned sorcerors 

The old sections have the same variety of 
monsters that will sap your energy on contact 
buf can be dispatched wiih parncuiar weapons 
found lying around The new areas have more 
creatures and different items thai will send 
your foes to their maker Constant throughout 
are the risk of drowning in pools of water - 
always fetal - and the cauldrons lhal replace 
your energy when sat on Or sap it if theyre 
poisoned 

Finding your way around is tougher than 
ever with ihe need for mapping even greater 
Some doors cannot be opened unless you re 



EVERYONE'S A WALL Y 

Mikrt ISM cm, joystick or toy* 



Wally Week has been making a nuisance of 
himself for a long time In this latest escapade 
he does it in brilliant style with tremendous 
graphics and animation and a puzzling task lo 
really test the mind. 

In this adventure Wally has roped in four 
friends to help him complete various odd jobs 
around his home town, You have to control all 
five characters You get paid for completing 
the jobs and your ultimate aim is to unlock the 
town safe where the wages are kepi 

You start oil controlling Wally m the iown 
square by the broken fountain. You can switch 
to any of the other characters if they are on the 
same screen as you If they arerft. you can find 
out which screen They're in at the touch of a 
key Each one possesses certain skills which 



SEGOWD OPINION 



A Joveiygame to look at even if the Weeks are 
just about themes! degenerate family in the 
entire compuiergame umverse. 
Unfortunately, I found it desperately hard to 
play, mainly because your endurance runs out 
soquickty, hut also because I couldn't figure 
out how to complete the tasks But maybe I'm 
just a Wally, Like the 'song'says- 

PC 
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wnen combined with 'he right objects will 
allow you to complete a task like mending the 
fountain, building a brick wall or resionnq the 
towns electrtctty supply 

Each character can carry two of the 
objects wtech are found lying around the 
various streets and buildings However, some 
objects can't be got at unless you are already 
carrying another object or are controlling a 
particular character 

The street graphics are seen from a side 
view with each of ihe characters a beautifully- 
detailed multi-coloured sprite. You make your 
way around the town by walking off the edge 
of screens or by moving up when m front of a 
street leading off at 90 degrees. You enter 
buildings in the same way where you will 
encounter lots of nasty energy-sapping crea- 
tures. Each character has ihree bars of endur- 
ance energy that can be replenished by eating 
the food found around town, but certain people 
like differem foods 

If you die while controlling one character 
the game ends completely and you'll be told 
haw much money you've earned - but you can 
postpone the evil hour by switching to another 
character when energy gets low You're most 
vulnerable dunng one of the two arcade 
sequences when your energy can suffer 
greatly. 

Completing a task should bring a warm 
glow of satisfaction but to finish the game will 
be a tremendous effort. However if you find the 
going too tough you can always take a break 
and listen to the free" recording of the "Every- 




Wally's Gang 

WALLY : tmiidei and odd M> am. flojt pot belly. 

t doing to the libra? and porting Lbin^i 
— TOM' punt and mechanic. Good with nurhinn JfrJV* J 
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SECOND OPINION 

Absolutely wizard* Superb graphics, smooth 
movement, ond a really intriguing game. It's 
not going to bean easy one to crock - the first 
few tunes I played I didn't even w a wizard, 
let alone rescue one There we some very nice 
touches, such as the leering ghosts, while tVs 
very satisfying to smash your foes to smithe- 
reens with the lightning For disoowners it 
must be a must 

PC 



carrying a particular object, while trapdoors 
may prevent you getting hold of a crucial 
object or getting access \o a door The 
graphics sound and playabihly are as strong 
as ever and even experienced sorcerors may 
find themselves struggling to complete what is 
a much tougher proposition 



Disc Delight 

Wfcii* playing ihm gimi ftm havm m It jv* in* 
dlac in ihm drive and ju you men IfiJvugh ■ 
deoi ill* a**t m^ma ka £ aided. Tbja ayilem 
ami thai Uu fi» tm mack btafpvr, hmm ffvti 
d*m* mode* and waning ncreUino; iHugH 
- ud thnrn'i mil «p*c* ]«ft Famuutttly lb* 
m*w nnrioa In 1 ! tea faj itm«v*d Iran ih* 
cdwtt* an* ao tMi bUtixi ol tka enginaJ wU) 



know htfv to sohr* certain iecblou already 
be* woo l be familiar with tha whole thing . 

Tha di*c also nllowi von to fUtmr your 
•go by taring tht high tent taMt wrtin rev 
tntriffi on H. If* much futti of couh and you 
luMlf HOCba a acracn, being loaded U yn 
mo** through doom 

[final hi nnytHLag to go by, the procperfa 
fftT date be**4 guntf ar« good • van U lh ay are 
more oipanadTi. Hopefully morr prapJt will 
follow Virgtn and AmaolYi lead, 

m 
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^ Colourful, detailed and fast-moving 
graphics. 

Masses of screens to be explored. 
1* Bigger and better than its cassette prede- 
cessor. 

► Fast loading of game and individual 
screens. 

► A rough task whether you've played the 
original or noi 
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► Disc drives are expensive. 

► So are discs. 
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> May take a while to get into without clues. 
!*■ rrustraiing to complete sever aJ tasks and 
then die through a snail error, 
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elbourne House 



NOW AVAILABLE FOR COMMODORE 64, 
AMSTRAD & SPECTRUM 48K 



- 



IWi 
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i% "Melbourne House show us what vector 

graphics are all about." -YOUR COMPUTED 

"Complex, challenging, highly addictive 
and featuring some of the fastest, 
smoothest 3-D effect vector graphics 
ever seen" -eagle 
'The realism of sound and vision is 
amazing." -champ 



^ ,+ A Commodore expert was seen openly 
weeping when he saw the quality of the 
graphics compared to the Commodore 
Elite, and with very good reason. . fun 
packed, all action, thinking game... the 
speed and movement of the 3-D wire 
frame objects is marvellous." - crash 

COMMODORE W AMD AMSTRAD £8.$5, SPECTRUM 4-RK C7 95 



Amstrad Action proudly presents... 

AMSYCLOPEDIA! 

The first complete guide to CPC games software 




Picture the scene. 2aifi on a hot August night. Software editor Bob s cy clops' 
Wade sprawled in front of a glowing monitor surrounded by piles of 
cassettes, coffee mugs and scribbled notes desperately trying to get through 
the final screen of some inconsequential platform game just in case, against all 
the odds, something exciting actually does happen. 108 games already 
played, assessed, written up and lovingly converted into little sticky bits of 
paper which get lost on the office carpet. Only a few to go, but what with the 
deadline passing yesterday afternoon, and the editor waiting outside with a 
machine -gun. can t really call it a day just yet... 

We care about you P people, we really care. Can t think why else wed 
spend an eternity churning through just about every single Amstrad game in 
existence. Well, apart from the fact that we like playing games, and it was a 
good excuse to get software houses to send us piles of review copies, 

Anyway, we've ended up reviewing for this guide more or less every 
Arnold game of any significance ever released, except for those released 
after the middle of July which are reviewed elsewhere in the ipagazine. 

To help things a bit we've tried to divide the programs into a dozen or so 
different categories. Pretty impossible, in [act, since some games aren't easily 
classifiable. But we tried. So to use the guide, all you have to do is turn to the 
categories you're most interested in and see what's on offer. Alternatively you 
can use it to play The Angry Game, in which you read our reviews of software 
you already own, and then send us irate letters about which bits we got 
wrong. 

Either way it's great fun ? so happy thumbing, 



THE CATEGORIES 



ABCAOE-ADVEHTURES 



5SSSdl*n work oui how » use them 

EXPLORATION GAMES 

extonl Ihey lac* ine P™* a iound a 

You *U have to ™*J^Jl\ pi ^ 
playing area, but ^f*^ n ^ veiinq safe 
be avoiding enemies « m 

mutes rather than working out how uw 

objects 

PLATFORM GAMES 

m obstacle JgBjJ^BS 
baan* dangers The ?* U J^J e toping a 

SKtf JrlSS only m- 

fme sense of '^J_ n,s whicn oKer Y*" a 

adventure'. 




PILOTING SIMULATORS 



We would have called this section flight 
simulators' except ii also includes a submarine 
simulator, and submarines don't normally fly 



ARCADE ACTION 

This is basically a cop out caiegory covenng 
any arcade game which doesn l fall under one 
of the other headings Most offer harmless, 
non- violent ftiru but rhe games vary enormous- 
ly in quality from obsolete one-screen no- 
things, to highly-enEeitaming, staie-of-rhe-art 
specials. 



SPORTS SIMULATIONS 

Speaks for itself really. 



GAME SIMULATIONS 

Renditions of non-sporting aclivihes such as 
chess, bridge and de-bocking ladies. 



rp 

SHOOT-EM- UPS 

Any gtaM where ihe ^ 

STRATEGY GAMES 

WAR GAMES 
PUZZLES 

If you cant work our what i h r& 
f*fc bene, steer IttfS? 0 "*** °° vets 
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ARCADE-ADVENTURE 



PY JAM AHA MA 

AmiorVMikf^gsA. £fl.95 casi, joystick *r lisy? 



This game broke new ground in arcade - 
adventures and heralded the nse to stardom of 
WaOy Week The tubby hem has fallen asleep 
and is having a nightmare so you have to wake 
him up by (jetting the key to wind up the alarm 

To get the key you have to explote Watty's 
house and (he hordes of giant-size objects and 
nasties thai frequent the beautifully-depicted 
colourful looms each of which is a separate 
screen (there are about 30 in all). To get 
between rooms Watty has to jump at door 
handles that can be at either end of the room 
or at the back of it. 

He can carry just two objects at a time and 
every time he walks over another it is swap- 
ped for one he already has. To get into certain 
locations and pick up certain objects he needs 
to have other objects already so that a progres- 
sion is bulls up leading to the key If is working 
qui precisely which objects are needed to do 




^§H i 




what that gives this game its special appeal 
However quite a few objects are red hen-trigs. 

There are lots of nasties m the rooms and 
contact with them will dram your snooze 
energy which is represented by a glass of 
milk. Some nasties can be neutralised by 
objects you are carrying while others follow 
movement patterns and have to be avoided by 
tuning 

'Riere are plenty or humourous touches like 
a space invaders game a rocket taking oil a 
slide down same bannisiers and a handy lift lo 
get you about Two special dangers are a hand 
that grabs at you from iftrough the floorboards 
and a boxing glove thai pops out of doors at 
you 

BOOB NEWS 

P- Good animation, colourful graphics. 

Excellent combination of Arcade action and 
true adventuring, 

► Plenty of humourous (ouches. 

Solving the puoLes is extremely satisfying. 

i i n h i w % 

► There's a lot of red herrings. 

& Once you've completed the game there's 
not too much Co go back to. 
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ARCADE-ADVENTURE 



THE ROCKY HORROR 
SHOW 



The fihn established a ireraendous cull follow- 
rog and now we ve got the compute! game 
based on that unique musical The action 
revolves around two cute kids called Brad and 
Janei who are trapped tn Dr Frank N Furrer's 
castle 

You can play either of the characters leaving 
your companion to be turned to stone by ihe 
medusa machine You have Co reassemble the 
de- medusa machine which u> in 15 pieces 
around the house and get out before the house, 
a disguised spaceship takes off 

Many of the rooms in the house are locked 
and have to be opened with keys. This may let 
out the strange inhabitants of the place Ail the 
characters from the film are there like Riff- Raff 
the butler. Eddie the psychopathic biker and 
Rocky Horror the creation Some of them mav 
kit] you others steal your clothes leaving you 
helpless till you get them back others just 
have a friendly word with you 



S 0 0 
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► Pressure action against the tune limit. 

► Wacky originality carries over from the 
Him 

► Good rendition of "Let s do the Time Warp." 



W 



► Horribly Qickery screen (apparently de- 
liberate). 

► Random placing of machine pieces leaves a 



ot to chance. 
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ARCADE-ADVENTURE 



KNIGHT LORE 

Ultimate f| 9* e«s lafiCicfc w «bys 



The first Ultimate bbcfc&umr on the Amstrad 
has hopefully set the pattern of things to come 
in being better than the Spectrum venaon and 
rivalling anything on the CBM (A Bniham 3D 
graphics and animation coupted with jjuque 
gameplay should put this m Anybody* lop 



The action takes place ia a 128 room castJe 
where you take control of Sabreman as he tries 
to nd himself of a curse that changes his body 
into that of a werewulf You have to find certain 
placed around the castie and its 
and drop [hem into a wizards caul- 
in the right order until you are nd of the 



Each room is a different sneen depicted in 
marvellous colourful 3D Many of them are 
booby-trapped or have devious puzzles which 
must be solved before you can get through or 
collect an object Solving the puzzles involves 
manipulating ihe rooms Laments in a way no 
other game (except this one s successor Alien 
3) has mnrwqwrt For example if there s a ledge 
you can t quite iump up to. there may be a 
table tn the room that you can push into 
position to shorten the jump Alternatively you 




ARCADE-ADVENTURE 



ALIEN 8 

UMiffiil* (3 95 cms (o^mclior 



Hie stunning successor la the mould breaking 
Knight Lore is m the iradition of Ultimate 
gamea thai give amazing graphics and gamfr- 
play arid an addictive and original task: The 
alien B of the title is a robot who you have to 
control in your quest to activate 132 
"eryonauglttf aboard a space ship. 

Hie display is in superb 3D, albeit very 
similar to thai of its predecessor and shows the 
room m the ship yon are tn along with any 
obstacles traps or scenery At the bottom a an 
tnventoTy of what you're carrying, a light year 
clock time limit and ihe number of chambers 
containing cxyonaughts thai you have acn 
vated 

The cryonaughts are found m chambers 
where a flashing group of stars indicates a type 
of varve that has to be plugged in. There are 24 
such socket and plenty of valves bui your 
problem is that they can only be got at by 
working qui how to solve a puatle The nature 
of these puzdes are unique to the two Ultimate 
juries. Since ihey depend on the 3D graphics 
which allow you to move and use objects in a 
way which no one else has achieved There 
are kits of dangers like taUer clockwork trace, 
aben egg shells pyramid spikes, pads with 
rubes on them, disappearing floor block* and 
mine* These are farmed into obstacles, traps 
and devious pathways that threaten your every 



There are four types of valve but you can 
only awry three a? once and am fighting agmst 
M time limit before all the cryonaugh is are lost 



AMSYCLOPEDIA! 







could drop one of foe objects yotf re carrying 
and stand on thai There are of course tots of 
dangers like spiky mats and balls, guards, 
ghosts portcullises bouncing balls, Are balls 
and sinking paving stones There is also the 
problem thai you have a 40 -day time hmiL 
Each nigtil you change into a werewuli and 
although you can sun play the gome m this 
Conn, some of the enemies are much harder to 
avoid 
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P Stunningly original concept. 

► Wonderful 3D colour graphic* - better than 
the Specoe and BBC versions. 

► Great gameplay. extremely addictive. 

► Huge playing area - immense Long-term 
challenge 

P Diabolical puzzles to test mind and joystick . 
+ Siick packaging, teasing instructions. 
Without doubt one of the best three games 
available on the Axnsccad. 



i i 



P T he action stows dowr. when more than 1 
thing is moving on screen P Sound 12 only a 
few snatches of nine plus some ochex noises. 



GRAPHICS P!S 
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► Brilliant 3D graphics ui great colour com- 
binations. 

► Wonderfully original ideas 

P Teaauig puzzles to ten your brain and sense 
of timing 

P Horrendously addictive game-play. 

► Arguably an even greater challenge than 
Xjught Lam 

P SUck packaging and insmxaon* 

P Gets the highest overall rating of any game 

in this guide 

P lanl thai enough! 



f 
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Movement slowdown when the processor 
has a Jot lo cope with 
P Haj many similarities 10 Ktught Lorn. 
P Occasional unavoidable Ion of life can 
be extremely frustrating 
► Liable to give you tnpomma! 
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ADVENTURE 



TECHNICIAN TED H.wst* 

Consul la nil, £ 1 95 c*s*. i^tick fir keyi 



This cross between an arcade adventure and 
platform game is sei in a chip factory (silicon 
not potato) where you, as Ted, have to com- 
plete 2] taste. Each task is in a single room and 
consists of hitting two flashing boxes tn sequ- 
ence 

Ted makes his way around by walking and 
lumping between the platforms and levels in 
the rooms Each room is inhabited by various 
nasties that follow movement patterns and are 
fatal to the touch, bill there are also non- 
movmg dangers lying in wait 

You are sold the first three tasks but after lha? 
you have to work them out for yourself This is 
made more complex by the feet that complet- 
ing one task may cause something lo happen 
somewhere else making another task possible. 
Your job is made even harder by time limits 
between tutting two boxes for some taste. 

You start at 8. 30 am and have to finish by 5. 00 
pm The tune ticks away at bottom left while a 
separate gauge decreases every time you die 
If this reaches zero or you get to 5.00 pm you 
are kicked out of the factory into a dustbin 
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Good graphics and sound. 
► 31 tough tasks to complete will take some 
time 

^ Too easy to have "just one mare go." 



W 



► Frustrating if you get stuck on one task for 
too long. 

► Unoriginal game -Jet Set Willy look&Like. 
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EXPLORATION 



ROLAND IN TIME 

AmiotVGim fl.95 cais, joystick &t k#fs 



Hie first real blockbuster game on the Am 
strad starring Amsofl s favourite hero m a ten 
level platform/exploration game with S3 
screens You have eo collect the crystals from 
all the screens which are jam-packed with 
hazards and pitfalls 

You appear at each of the levels from a 
phone box and this is where you have to return 
lo lake yourself to another leveL Fortunately 
you are also returned to ihe bos every lime 
you die so that you can easily switch leveb if 
you re finding one particularly hard going. 

The scenes vary enormously and each level 
is a different timezone with its own special 
features Throughout you will encounter dead- 
ly green heads and fetal falls but there are 
masses of enemies that follow movemem 
patterns and should be avoided at all costs 

TTie scenery is not always Eo be trusted as 
floors will melt away under you or drag you 
along or even take you up and down The 
scenery may even kill you since there are 
some deadly plants around You rely solely on 
your ability to walk and jump with accurate 
timing 



SORCERY 

Vifpm. fS 95 cut. inyiiick only 
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This is one of the classic games so far on the 
Amstiad Its miles better ihan ihe CBM 64 
version arid provides wonderfully colourful 
entertainment 

You control a sorcerer who has (g release 
eight fellow sorcerors from traps around and 
inside a castte and chateau Each of the eight 
sorcerors is released by a particular object 
which you can pick up, bus boih they and lhe 
objects can be located in tough places to get 
lo The screens are populated by a nasty 
variety of monsters like ghosts monks 
eyeballs and boars heeds These can be kilted 
off using shooting stars or a sack of spells or 
particular weapons like swords and axes 
which may only kill one type of beas: 

There are three itungs that may end your 
game the time limit running oul rufimng out at 
energy or drowning in a pool of water The 
time limn is a book that gradually disappears 
pixel by pixel while your energy is sapped by 
monsters and can be replaced by sitting your 
sorcerer on a cauldron 

Tl^ete are 40 screens and you ges around 



ihern by flyjrxj in any direction You get 
between screens by flying into doors thai 
creak open lo let you through 
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► Excellent, colourful, well -miniated 
graphics 

► A hard challenge needing plenty of skill. 

► Ftoutng music and sound affects. 
P- Easy control 

► Addictive gameptay 
► 

magic 
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► 1 had to itop playing it to 



the review. 
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Excellently varied graphics, 

► Lots to explore. 

► Maddeningly addictive. 

► A very challenging gome, will take a long 
time to solve. 

► Pleasant rendition of Dt Who signature rune 
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► Trie music during play is rather slow 
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ROLAND ON THE ROPES 

Am sofl Indoic ornp, £1 SS csis ci frat with 4S4, 
iD^f nch or ktyi 



You-know-who is lost at the bottom of a 
maze-like tomb of 31 levels and has lo find his 
way to lhe top collecting treasures as he goes 
Ygu make your way around on ropes which 
hang from the ceiling but there are Iocs of dead 
ends and hazardous areas. Only a small par. of 
the maze is visible on screen the picture 
scrolling (jerkily 1 ) as you move around The 
lomb has dangers which will sap your strength. 
Ghosts can move through walls while mum- 
mies, skeletons and vampires can be disposed 
of with your trusty gun (if you've gol the 
bulleta). Rats scurry along the floor and have to 
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AMSTRAD USERS! 

Hivmg drtficult> s«Tlmg sottwaie lor ynut CPC464 or 664 ? Then let us help you I Tin 
Sgttwikrp Supp^frs Comply j$ n socialist irading division ol ft long Established 
mail anfir sataftare luoplier wiih i worldwide custom** base of ihousands 
UK Pcataga lEuropil FREE lor pre paid repaahofijl totrwa^Anr} aNolhar orders Ortr 
ow f?Q (UK onhfi Oihtfwnt &0o <f + ) lot orders, up 10 f 20. Hp If I 50) lot orders 
C30 f I 1C?I Hp io £50 and f ! 50 (£3 QOJ owr fSO Airmail raiohl e4sawtief« al 
cttf Heavy nims marked with a daggei uie rfu Em&pflari rati 
PAYMENT Please make cheWP 0 t/M 0 s oar able m THE SOFTWARE SUPPLIES 
Co. Or utf you Acctii, Mailertftarge or V'SJ cards 

MB ch«^Li» or crtdri orders are not oroceifeti until a^ofrs ready lor dispatch Plena 
read lociMoir- 



APPLICATIONS 



Business 

Educational and RecreationaF 
Software for ALL home and buimaii compufen - 

Keen prices — eicetfem choice 

Send for lists (state machine lype|i or if you want 
something quickly, phone your order through now p 
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be jumped, while chameleons run up tunnel 
waits and you Jose strength if you touch them 
You can replenish your strength with elixir- 
of- life bottles and massive bonuses are gamed 
if you succeed in escaping into the night an. 
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► Different maze layouts and objeci positions 

► Colourful graphics. 

► A tough exploring challenge, 
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► Hombty glitchy scrolling. 
Control is annoying] y difficult. 
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SURVIVOR 

Afiirag, f 6 95 cms. joystick only 



You are trapped in a seven-level mansion with 
144 rooms on each level that are packed with 
monsters and treasure Each level has a 
different surround so the rooms and progres- 
sively more dangerous monsters 

On each level you have to get the porcu- 
pine bombs so as to move to the next level and 
you are directed to these by signposts in some 
of the rooms The rooms contain diamond 
rings, corns, money notes and magic symbols- 
There are four types of monsters each 
with different characteristics but they will at! 
dtrwn your enejgy if they bump into you or can 
be dispatched with your limited supply of 
bullets These two can be replaced by finding 
the bottles or guns respectively 

The bombs are randomly spread around 
and can be used againsi monsters when they 
will send out a spray of bullets to destroy 
anything to the vicinity, 



► All action as you charge around the rooms. 

Good music to accompany the game. 
^ Very large playing area. 



BID MEWS 

► Repetitive moms and task 

> MonFters can appear light on top of you. 
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EXPLORATION! 



DEATH PIT 



The pu m question is a maze of ladders and 
tunnels in which all manner of nasties lurk and 
from where must be rescued 30 gold bars and 
a gem You are the intrepid explorer who has 
lo bring the treasures back to his tent above 



ground. 

You are equipped with a spade for killing 
monsters, oxygen for breathing when in 
flooded sections of cave and batteries for 
powering your pit lamp The caves cover BO 
screens and walking off one screen flicks you 
to ihe next (sometimes straight into the path of 
an enemy) The monsters come in two main 
types Slime and spiders drop from patches in 
the ceiling and along wilh fire breathing 
dragons cannot be killed Scorptons spiders 
and bats travel along the tunnels and ladders 
but can be dispatched with your sgade. You 



are most vulnerable when using ladders since 
you are defenceless unless you have time to 
stop and use your spade 

Gold and the gem can be picked up in place 
of spare equipment but running out of oxygen 
or banery power will lose you a Lie so spares 
should be kept handy The game has a time 
limn and if the gem isn't recovered soon 
enough the game ends. 

GOOD HEWS 

► Large playing area. 

► Tough task calling for mapping and fast 
action. 
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► Incredibly frustrating deaths - the flicks 
screen feature makes it impossible to avoid 
blundering info monsters. 
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FANTASTIC VOYAGE 

Artisoft, CESS cm, iayitick or hays 



Fancy a sightseeing lour around your own 
body? Well here's your chance with another 
exploration game based on a famous film Your 
task is to reassemble in the brain the eight 
pieces of youi submarine You start in the 
mouth next to the first piece. You can swim 
around the body armed wtfh a lasar with which 
to defend you against the many dangers. Your 
position is indicated by a dot on a body outline 
and each screen is labelled with the appropri- 
ate area like lungs, artenes and so on If you 
succeed m getting the sub together it shrinks 
and you have to find a way out 

Infections are a major problem since these 
can kill the host body and consequently you so 
wh^n ihey appear on the body map you have 
Jo get ro them and wipe them out Green 
viruses and some nasty little blue cells are also 
deadly bui cholesterol merely blocks your 
path and has to be lasered away Growths can 



ROLAND IN SPACE 

Amioftf&iin. fl 9| tm%, pftticli or k*n 
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The follow uc v 'r*e highly 
TVme with the little feltov 
phone box in a quest (or i! 
weapon on seven dtifion 
aren't any flick scree 



succesful ftviond \n 
r reunited with hia 
B ptttces of a super 
mt planets There 
th exits either iust 




luge scrolling ptaying areas packed with 
pieces and nasties 

You can start at any of the seven planets and 
w.ll emerge [ram yoi;r phone booth in the 
middle of the playing area. As in Time there 
are lots of different scenes wilh colouHul 
varied graphics in which hazards move in 
patterns lo try and catch you out 

U you are unfortunate enough to run into a 
deadly obstacle you sprout wings and flutter 
back to your box where you can move to 
another plane: if you wish. The scenery can 
play many cricks w<th disappearing floors, 
conveyor belts, lifts, slides and water 

If you have a speech synthesiser you II hear 
Holy saying things like 'Don't panic", That's 
another fine mess you ve got me into* 1 and "Go 
for it' The spe<veh is a little roboMike bur still 
recognisable 
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► Colourful and varied graphics 

► WtB take i long while to complete. 
Speech synthesis has some good lines 

► You keep going back for more 



also block your way but collecting a white 
bfood cell and releasing it will kill the growth 
Your energy is sapped the whole time and 
the only way to replace it is to collect red 
blood cells. Failure to do so will result in you 
turning invisible and you won t last long 
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P- Very original game scenario. 

► A difficult task with plenty of playing area. 
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fr> Difficult control 
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ANDROID ONE 

Vortex r £7.35 cast, pyititk Or toys 



You've got to take charge of an android and 
destroy a nuclear reactor before the reactor 
blows up and destroys the world You've got 14 
scteens to get through packed with mutants 
and thick bnck walls. 

The 14 screens are connected horizontally 
and as you reach the edge of one, the picture 
flicks to the next However the mutants can 
also travel between screens through the holes 
you have to make in bnck walls to clear your 
own passage The mutants come in four 
varieties, all with different movement charac- 
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(ensues and one of which you can t destroy 

A transporter gets you to the second half or 
the run and once you ve destroyed the reactor 
you have to get back to the starting screen 
before the time limit runs out A direction 
indicator shows you where you are going (not 
much use] and how many of your five lives are 
left 
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► Lota of tough and varied screens. 

I* Addictive Sine* you re always Crying to see 

the next bit of the run. 



which there can be as many as 51 You start m 
space with stars flashing by you and can 
encounter a planet, enemy ship, energy con- 
centrations or hyperspace tunnel 

Flying into a planet takes you down to the 
surface where you have to fiy pas! the defence 
towers and through holes m the force shield to 
the base and destroy it Once all the bases on a 
planet are destroyed you have liberated it and 
can escape 

You can also find spaceports and energy 
dumps on the surface although these ate also 
well defended Your energy suffers from 
enemy hits or collisions with towers and force 
fields Towers collapse when blasted with your 
laser while ships disappear into space dust 



► Firing is iruermietem so it's very easy to miss 
irungs. 

► Android is too sensitive to control easily, 

► Sound effects wiD give you a migraine. 
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SHOOT 



► Brilliantly smooth. 3D vector graphics, 

► Fast, exciting movement. 

► Stacks of game options (funny tool). 
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► Aiiackittg bases may gei a bit samey, 
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DARK STAR 

Dnsign Ptt^gn. O J5 cut, icysii ck Of kayi 



Your ambitious aim & to liberate the galaxy 
from the Evil Lord But you'll have to do it one 
planer at a lane and with a possible 256 planets 
you've got a lough task You are in command of 
a lone ship, the LIAR 

You begin in one of the 16x16 galaxy's 
squares Depending on the skill level your task 
is lo wipe out the enemies military centres, of 
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THE GALACTIC PLAGUE 

Ammft/lmlMComp . £1.95 cut or (in with «4, 
joystick tw km 



This variant of Galaxians features 10 waves of 
aliens descending the screen towards your 



astro fighter. Each wave has its individual 
characteristic although the several types of 
aliens repeat their patterns when they appear. 

Your fighter only moves left, right and fires 
and is very vulnerable, You get three fighters 
at the start of each new wave and you really 
need them 
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► Youll feel right at home. 
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► The Tighter reacts too sluggishly. 

► There is little variation. 

► It's got 3 really dated feeL 
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CHOPPER SQUAD 

Intercapicr Micro's. £S.OO can, icyaiickor keys 



Based on Jetpac (his game has you building a 
plane instead ot a rocket - and it doesn't even 
need fuelling You control a chopper that has 
to pick up pieces of a plane and take them to 
the bottom right of the screen. 

The pieces drop w from the fop of the 
screen and may land on one of three platforms 
or the ground. There are four aliens trying lo 
stop you by ramming you and as you progress 
to the neKt plane they change shape and start 
io home m on you 

You have a rapid fire laser ic dispose of the 
aliens and the bullets will come out in great 
bursts if you're moving up or down The 
chopper can land on the three platforms bm 
sitting still is noT advised 

GOOD HEWS 

► Frantic action. 
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► Slow movement is frustraimg. 

► Graphics and sound are poor. 

► Unoriginal. 
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CRL fl 35 cm joytticJi Of k ey s 



P OH timers will remember the days of left 
nghi and fire' and this is a version of those 
early favourites. You are the lone pilot battling 
waves of aliens deep in space as they head for 
your home planet 

Hie aliens come in 18 waves and each one 
Tve seen follows a different movement pattern 
ai quite a fast pace Your laser base moves left 
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and nghl at the bottom of the screen and is 
equipped with a rapid fire laser and a shield to 
protect you from the enemy's fire 

After every three waves you have to dock 
with a supply vessel to replenish your fuel. 
Tills is consumed by movement and using your 
shield Running oul of fuel 01 being hit by the 
aliens will destroy one of your three base* 
Your other major problem is thai if the laser 
overheats it will slop firing unnl it cools down. 
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► Fast, difficult actio?- 

\¥ Plenty of different waves 

► Wonl tax the brain. 



W 



>■ Dared game concept. 

\+ Flickery graphics when aliens owrlap. 

► Can become fnisu^Eiug. 

► Attack patterns fairly uninteresting, 

► Space bar has to be held down to keep 
shield up. 

► Won't tax the brain. 
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ASTRO ATTACK 

Aimvfl £1.91 c*u r joystick, or k*yi 



Set on a grid you have lo Ughi off the 
marauding ftigonites before your time runs out 
and you are destroyed by the Matter Zapper 

You start in the middle of the grid in which 
some gaps are blocked by waits and others by 
force fields deadly lo your ship, Also on the 
grid are enemy craft which initially iust move 
around trying to ram you bui on later levels can 
shoo! at you 

You have a laser with which to blast these 
ships when they are in the same column or line 
asyoti You can move around and once you go 
in one direction you continue unoJ you hit 
something or move again. 

There are satellites that can be picked up 
for bonus points and an extra life at 
points. 
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► 40 levels of difficulty. 

► Fast reflex action 
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* No real variety in screens 

P- Simple graphics and sound. 

^ Utile lasting interest in doing the same old 

thing 
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AIR TRAFFIC CONTROL 

Hswian Camultinti, £7.% caw P fcays en ly 



This program wall give you a taste of just how 
sough it is to be an mt traffic conJrofler, taking 
you from the easiest of lasks to major emergen- 
aes. The action can Take place at either 
Heathrow. London or Schiphol Amsterdam 
where you can take on seven exercises of 
increasing difficulty no land aircraft safely and 
Quickly. 

The display is a radar scan of the area 
surrounding the airport with a runway 
approach path down which you mist guide the 
letter-coded aircraft, marked wiih theu alti- 
tude and a short traiJ behind them 

You have lo handle all sizes of craft from 
light aircraft to Concorde and determine ibeir 
height, speed and direction This 13 no easy 
task sincp you have to communicaie with up to 
twenty aircraft at once You also face restric- 
tions in harder levels of the game on airspace, 
spacing of landings, emergency traffic and 
even the ominous ADDITIONAL problem 

The game can be speeded up or slowed 
down to suit your skill bui ii is always hectic 
There is a handy readout to show you your 
progress and if you're really under pressure a 
pause mode is available Shame you can't do 
that on the real rhingt 
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\> Plenty of problems and levels to get you 
started and to provide a challenge 
ft* Easy to familiarize key controls. 

► Two different airports. 

► Clear and detailed instructions, 

► Excellent game options. 
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► Limited graphics and sound, 

► Won't suis fast action games players. 
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THE WILD BUNCH 

FiriEnirdp £2.50 cast, keys only 



In the mean ole wild west you have been 
wrongly branded a murderer To clear your 
name you have to hack: down live ruthless 
killers known as I he wild bunch. You begin 
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your quest in one of five towns with only a 
description of the real murderer and your Colt 
45 

There are rwo main phases to the game, in 
the towns and travelling between them In 
towns you can play poker to get money with 
which you can buy equipment and provisions 
at the stoTe You can go lo the sheriffs office to 
get information on the wild bunch or ihe 
telegraph lo check on the Ptnkenon ageni 
who's pursuing you 

Eventually you want to recognise and have 
gunfights with the five members of ihe humeri 
They will be found in different towns so you 
have lo get between them. On each journey 
you'll encounter many dangers which will sap 
your strength and perhaps kill you unless you 
are prepared for them. 
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► A (ough challenge which is extremely hard 
to complete. 

► An original mixture of trading, adventuring 
and good fortune. 
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► You spend most of your time playing poker 

► The Pirtkerton agent moves totally unpre^ 
dictably, 
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PILOTING-SIMULATOR 



FIGHTER PILOT 

Di gnat Iniogration. ES 95 Cass, j&yitick with keys 
or keys 



You're in fulJ control of an F 15 Eagle fighter 
and under your command it will take-off. land, 
shoot it oul with an enemy aircraft and even 
rope wiift weather hazards - if YOU can 

There are three types of mission - landing 
practice, flight trckimng and combat Cbmbat 
can also be done in practice mode and on ail 
missions I he additional hazards of blind land- 
ing, crcsswuids and turbulence can be intro- 
duced 

The display is of the view through the 
cockpit with an instrument panel below On 
this is indicated all the mformauon on your 
speed height radar, computer, thrust fuel 
roll, pitch, flaps, undercarriage and arnmuni 
tion The sky is btu*?, the crrnund l c s green and 
the only other things lhai will appear are 
enemy aircraft and the four runways (hat are 
positioned on the map. 

Flying, fighting and landing lake some prac- 
tice but once you've got the hang of it ihe large 
wrai>:n iur,d Hying area gives you plenty of 
airspace to fly ill 
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► Good irwtmme ntation. 

> Rapid display update 

Combat mode where you can shoot enemy 
pUrws 






ROCCO 

Action as you take on the 
Henge of a lifetime against 
IBtL-UN, TED MAT ARE, 
MSEN SINO and FIGHTER 
BULL Emerge victorious from 
ill 4 rounds and youll have 
,Tiorc ihan carded the WORLD 
CHAMPIONSHIP CROWN. 

WANTED: 
MONTY MOLE 

The original adventure of 
this famous friendly male 
Searching out coal he 
encounters enormous 
linger*, mechanical and 
human* and bravdv faces 
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PROTECT 
FUTURE 

Vour mission to 
iclcpon aboard 
and activate 
the Self Dretruct 
Svsu-iii m( i tie dreaded 
SS RTURILThe SS 
FUTURE is a huge 
lahryimh of a Space 
Ship covering 25fi 
screens of the most 
amazing graphics. 



METABOL1S 

Before your eyes your 
f tiends* WUr family ire 
rendered helpless uans~ 
fanned to leaser beings - 
birds and mice - by the 
invading Kremins. But by a 
cmci twist of fate the trans- 
formation leaves you with the 
body of a bird but che brain 
of d humm You are the last 
chance the human nice has left. 



Four exciting titles that have already established 
themselves favourites with many games players now 
available on the Amstrad. 



■GremUlLfirapliics, Alpha House. 10 Carver Street. Sheffield SI 4FS. Teh 10742) 753423. 




( UNLOCK YOURl 



AMSTRAD 464/664 



A IY1 writ T (Mutt not hi 4i wd to miring* copyrnghr lawsr 

Mum colour display and so very user friendly, 

Gives full header details and choice of saving speed 

Full on screen instructions and prompts. 

FREE Peep a code program, for frndmg the hidden 

words In adventure games, etc. 

Tap* £6.99 



SHEKHANA COMPUTER SERVICES 



A M S HELP * Transfer Etpe uritMrt !o due 

Better than most, AMSHELP will even transfer ASCII 
files. Also automatically adds a relocator for those 
programs that overwrite the disc memory area 
FREE Disc deprotector, list protected programs, etc. 

Tap* £6.99 Disc £10.99 



AMSDISC1 



# Tha moat pawirlul Anrslrid disc 
utility to due 



Powerful CPM style utility with many features making 
easy work of disc file handling, including the 
unerasing of erased files. No disc user snould be 
without this utility" (Independent Amstrad review). 
FREE Disc deprotector, list protected programs, etc. 

Disc £12.99 



Prices include packing and postage 
Overseas orders please add £1 

INTERLOCK SERVICES LTD. 

123b Brant Street 
London NW4 2DX 
Tel: 01-202 8727 



UP 

RAP OVER MOSCOW 9 94 7 Sfi 

WAY OF EXPLOOINO W . 9 93 T.W 

ROCKY HOflflQW SHOW ...Mfl 6-T5 

gVCTY ONES A WALLY ..§4$ T^C 

A VIEW TO KILL tO,W BSC 

F, BRUNOS BOEJNCL &#£ ST* 

DARK STAR 7,9* «.40 

JUMP JET 9.95 7M 

FOOTBALL MANAGER 7M fi.*0 

Sifl LANCELOT x r . tM 5.50 

FIGHTER PI LOT M6 tM 

J£T SET WILLY . . fl,*fl 

DftAOONTDRC. . 9 95 6 95 

ThEHOBarr i4&t ma 

HAN DICAP GOL F 4.95 $95 

PYJAWAHAMA &» 8.7 .ft 

flO«hOf SWERWOOD.. fl.fr* 7« 

SEACHEAD 446 7£5 

ROOLXMflOCKYJ M4 7 JO 

MOREENS Oil EST «.9S 5.95 

PROJECT FUTURE ?j^Q 

souRcemr, 4.9a *gs 

ALIEN-B. - MB 740 

AFftWOLf B-96 T.M 

APMEHEM Ol90 r 95 

OUkOARACH ... <jg& ? 25 

HARD HAT MAC . . MS 7JO 

AflCHOK 999 

Bfll DGE PLAYER rKUMft . ..... fl.flS 

•SHADOWF1RE 9,95 7J» 

30 STAR STRIKE . .. 6.9ft 550 

HYPERSPORTS 6.95 1195 

EMERALG 8.96 6.75 

MINI OFFICE ---- 4.90 

SCRABBLE ..M* 7.95 

MONOPOLY. 9.95 795 

"LORDS OF MrDNKjHT* &9ft fi.95 

HURR1CAWE H*GGIN$ POOL, i 95 7.fiO 
HijRR. HIGG:NS SNOOKER 9 94 7.50 
H,K SNOOKER-DISK ........ 1J.95 T1.95 

Fi^HTtH PILOT-OrSK ,. . 1295 11,95 
ROLAND IN SPACC-OW ... Ii95 1 l.*5 
ZEN ASSEMBLER I KUMft . 19-95 16-00 
MASTER CHESS. 9 95 6,75 



OUR 
PRJCE 

tfnTERNATONAL KARATE . B 50 4.99 

□AlF* TOMS D E£ATALOM &_05 6-7 5 

*0**LD SERl E S BASEBALL ft.« 6,75 

5-EVs r*. : "• >T " F^ 7 95 5*0 

~'YSPY .-.--9fle 7J50 

i TED 7S5 640 

ft! LYNX ... 6 95 

GRANOHft*DFffV£RZ fl.95 R75 

QLENHOOOLEfOOraALL fl.95 7 50 

MASTER Of THE LAMP 9.95 7 95 

GflEMU*S 9.9$ 7 60 

ARABIAN KMQHTB 5.00 460 

AZiMlSTHfHMrtAJQrowg 8 95 750 

HARD HAT MAC 6.95 7 .SO 

WARLORCra _ ftOC 450 

ARTIST <CRL) 995 7 SO 

CWEONONE , Uft 7 50 

STARION 9 95 7M 

pyranwro jNEE a« 750 

HERBrs DUMMY RUN 

REALM Of TMPOSSlBlLrTY 

RED MOON™., * B 95 

ANOROiD ONE. 7^5 MS 

ANDROID TWO 7.95 5-96 

TORNADO LOW LEVEL 7.95 &96 

HrOHWAY ENCOUNTER. . . 7 95 5 95 

FORTH INTERCEPTOR 12.99 9.99 

■POLE POSITION , 9.99 B.95 

ELITE P O_A 

3D STUNT Rl f>Eft , . 6,96 7.50 

knight lore „„9* 7,50 

red arrows 995 7 50 

GONFUZION....^..j„ 6,95 ft.« 

ASH KERON 6.95 5.95 

SATTLE OF MIDWAY .„„ 995 flOO 

TANK BUSTERS,. „. 7 95 6 50 

BLACK THUNDER „ 4.95 7 50 

KlLLEfVOOfliLLA 0.&S 7.99 

ANIMATED STRIP POKER «95 TM 

ANT LEVEL 9 OAME 9 99 7 50 

ROLAND \H SPACE 6 95 

HOME BUDGET JKUMAJ 19.95 16.00 

DATABASE 4 KUMAJ.. 14.96 13 95 

QUCKSHOT IKIOVSTWK 12 9ft «M 



750 
750 
595 



CH*Qv*vP.0. 6CB4DW AAlj. 653 Linn LorKkm NAOOY 

I Hi 14 Ortftr UdfMiO^ Tit 01*W 31 56 (6, A-E, tot 
tunsp* *dd ti .oo tw t*o«- Ei»*wh9i« H com. 

Com* *nd pickup yoyr dfKoum Somrir* tflrmel from o^f fehop *i 
M i -ti l« 5 ho ppi n-g C*fil r* U n n 1 - 527 53 1 Osto rfl 5lr»*L London WlR 1 DD 
1 1 Min tmm U irfa^ Aflph Tgb* SwtJ*rt3 Op*n 7 « mik trE*n 10im-7>m 
8ufid*y 1 0 .DO * f«i-fl .Dopfn 
Pi«» n ij copy of »ov*n to «ur i^vop toi «b«¥* d-lieountat 
' Pli#** rint to cannm t^mtlMtmwf. B ARC LAYCAfl D' ACC E55 ORDER! WELCOM1 



Sales 

Executive 



Amstrad Action is looking to expand its 
advertising sales department 

The positron is based I n our West London 
offices, and would be suitable for someone 
who rs used to working m a professions* and 
structured advertising sales environment. 

preferably with 6-12 months' experience 

An understanding of the computer 
marketplace would be useful 

Competitive earnings based on salary plus 
generous commission. 



Please apply to: 

Mike Carroll 
Amstrad Action 
Ear d ley House 
102-4 Campdert HHI fioad 
Kensington, London WB 7A5 
Tel: 01-221-3592 
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THE 




EOFEART 



TRILOGY 



AIM EPIC ACTION ADVENTURE SPANNING FIVE HUNDRED YEARS, 
FROM THE FIRST EARTH COLONIES AND CONTACT WltH THE 
TERRIFYING ALIENS, THE SEPT/ TO THE FINAL BATTLE ON THE 

SEPT'S IMPERIAL PLANET OF GAtH 



* FOR THE SPECTRUM 48 K 
AND AMSTRAD CPC464 

PART ONE: MARS PORT - SEPT. {fe 
gART TWO: FORNAX — JAN 86 
PART THREE: GATH - APRIL 86 



GARGOYLE GAMES LTD., 74 KING STREET, DUDLEY. WEST MIDLANDS DY2 8QB 

Telephone: (Sales) 0384 238777 (General) 0384 231222 



ARE YOU THE BRIGHT SPARK 
WE ARE LOOKING FOR? 




Electric Dreams Software is a publisher of 
original programs for Amstrad, Atari , 
Commodore and Sinclair home computers 
We are interested in hearing from authors 
conversant sn machine code on the Z80 
senes, 68000 series and 6502 processors 
who are involved in recreational software 
development If you are seeking full 
international exposure and promotional 
support for your programs and wish to 
enpy the rewards your efforts merit, 
please contact Paul Cooper for an informal 
discussion. 

SOFTWARE HOUSES 

Allow Electric Dreams Software to market 
and distribute your titles, leaving you to 
concentrate on product design and 
development To take advantage of this 
opportunrty and gajn financial secunty, 
please do not hesitate to telephone Rod 
Cousens All enquiries will be treated in 
stndest confidence 




Contact; Rod Cousens or Paul Cooper 

at Etedrk Dreams Software, 

37 Cartton Ccsce/rf, 

Southampton SOI 2£W. 

Tel: Southampton (0703) 225282. 




SOFTWARE 



• 



AMSYCLOPEDIA! 



SHOO 



E M 



0 



w 



► No landmarks 

^ May paJe when you ve sussed the combat 
flying. 



GRAPHICS LitJ 




SONICS 30 




CRAB FACTOR 




STAYING POWER £39 




A A BATING US 
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: M G A M £ 



ROLAND IN THE CAVES 

AlwcMndMCtimp. fS 96 tfli*. keys only 



The trusty heiu of many an Amsoft game hag 
been transformed into a flea in a version of the 
game fiugatoo He is trapped in a cave from 
which he has to escape - many times 

The cave is filled with small platforms 
leading up to the top of the cave where there 
are rwo exits Your flea can jump left or nght 
with the strength being determined by tow 
when the ]ujnp button is released The screen 
scrolls when you jump to reveal more of the 
subterranean wonderland 

There are two dangers within the cave a 
pterodactyl that flys after you and killer plants 
that appear on platforms waiting for a careless 
leap H you ever get oui you just slip back in 
and have to try again with yet more vicious 
vegetation 

i 0 B n NEWS 

► Colourful cave graphics 

Hovel gameplay due lo the lumping control. 

IIP H t W j_ 

► Very frustrating gamepUy - you often die 
with zero points. 

Jumpy graphics and scrolling. 

► No variation in task. 



GRAPHICS EJSJ 




SONICS El 
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STAYING POWER EH 
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PLATFORM-GAME 



JET-BOOT JACK 

AmsolrfnglPih, £B J5 cats, iepstick or feays 



JBJ is collecting musical notes from the record 
processing plant in a hip and groovy platform 
game variant There are ten screens on which 
you have Id gather all the note& However, this 
plant is strangely affected by craggy ceilings, 
monsters and deadly machinery 

You can move around on Jack's jet-boots but 
if you bump into anything other than a note or a 
vinyl pod on the ceiling you lose a life Each 
screen has several levels and you can get 
between them using lifts and sliders but these 
can also prove fatal !i tr*:y .ir^nr staiK-nary 
when you get on them, 

To avoid obstacles you can duck under 
ceilings and monsters or jump on the coiling 
above a monster to knock it off. The vinyl pods 



replenish your energy which m continually 
being used up Collecting all the notes takes 
you to the next screen. 

You can vary the number of monsters - 
which come in five different varieties - and 
after completing a screen you can bypass it m 
later games 



G 



E W 



► Slick graphics and sound 

► Challenging gameplay and hard screens, 

► You! keep wanting one more go to crack a 
screen. 



i 



s 



► Rapid deaths through tiny mistakes becom- 
es annoying 



GRAPHICS 



OH 

STAYING POWER 5=S 
A A HAUNG ifiR 
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FOOTBALL MANAGER 

Addicti ¥8 Gamn, fJM can. keyi only 



This simulation Df the job of a fool ball manager 
w one of the oldest and best-selling computer 
games around and its conversion has not 
dimmed its appeal. Your task is to lead your 
club through the bill divisions and ihe FA Cup 
lo lame and fortune Cor get sacked) 

You start in the fourth division and each 
season play a game against the other IS teams 
in your division You also take part in I he FA 
Cup with the games interspersed with the 
league schedule. The main part of the game is 
the preparation and playing of the matches 

You have a squad of players who play in 
defence, midfield or attack and have ratings 
far then skill and energy Having picked a 
suitable team horn these you are shown 
highlights of the match m 3D with sftck-man 
players and a very enthusiastic crowd 

Once the results are in a table is formed and 
you then do the other jobs required of you as 
manager You'll be presented with the weeks 
finances, including a possible loan, the chance 
to buy and sell player* and game options for 
saving, changing skill level and seeing your 
rating. 

B P P n H t W S 

► Incredibly absorbing for all football fans. 
P Real tension during matches, 
P> Save game option. 
P- Adaptable skUl level 



► May gel boring for non-fanatics. 

► The graphics and sound are disappointing. 




34% 



14% 



66% 



STAYING POWER 7Tv\ 
A A RATING ^ 



mm 



DEFEND OR DIE 

Alligact, O.JS caw. joystick or bay* 



Defender is an all time classic arcade game 
and this accurate conversion has all the fea- 
tures of the original. Your job is to defend 10 
scientists on the surface of an alien planet from 
the landers that will turn ihem mi a mutants. 

The screen is composed of the planet 
surface below with a scanner showing the 
whole w paround play area above tt Your 
ahip thrusis left or right and also moves up and 
down Tiring bursts of laser that axe deadly if 
your trigger finger is fast enough. There ate ax 
types of alien, all with different characteristics 
but all de adly lo you 




Landers try to steal your scientists and 
mutate them, and if you lose all of them your 
planet blows up and things, get much Tougher 
Swormers are fast and small and like baiters 
will rapidly home in on your ship. Bombs are 
also shot ai you and bomber wlI jkuv<.- 
stationary bombs for you to run into. 

You have some advantages in being able to 
hyperspace to somewhere else when in trem- 
ble or drop a smart bomb to kill everyt hing on 
screen 



I I 



I W 



► Tough action against dedicated opponents, 

► Accurate conversion of the old classic, 
P- Hours of blasting practice guaranteed. 



* 



> Actual screen movement is sluggish and 
acceleration isn't easy to handle. 



graphics asm 
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GRAB FACTOR ffg! 
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SPORT-SIMULATION 



AMERICAN FOOTBALL 

AmsoPt/Af gus Prsss, fff.95 cass, keys only 



US football has taken off in Britain and this 
computer version leis you play your own 
matches against the computer or another 
player. The game features all the rules and 
action from the real thing but 13 acted out by 
two Stick-man teams on screen. 

The game is split into four quarters of IS 
minutes and the object is to take the ball into 
the oppositions endzone' for a touchdown 
This can be converted for another point and a 
field goal will score three points The offence 
has four passing plays, four running plays and 
three types of tack while the defence can 
choose from one of four defensive playa 

The offence has to make ten yards in four 
downs' through these moves while the de- 
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fence tries to block them Some plays will get 
little yardage or even give (he ball over lo the 
other side while others may move the ball a 
long way 



G 0 I 



1 



► A good simulation needing accurate tactical 
thinking. 

P Fasctnatmg statistics 

* Great instructions with background detail. 



I 



P May nor appeal 10 non-fans 

P Stick-man characters are disappointing 



GRAPHICS 


|23% 




SONICS 
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STAVING POWER 
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SPORT 



S I M U 



A T I 0 N 



ALEX HIGGINS' WORLD 
POOL 

Ami&ft/Gem, ES.9S cats, joystick m k«yi 



This version of pool is the one where there are 
Two sets of seven bails and a black eight ball. 

Ail the balls are racked in a triangle at one 
end of the table wtth the cue ball in the "D H at 
Che opposite end You first have to place the 
cue ball then set its direction with a cursor. 
The strength and spin on shots is determined 
by gauges which you can alter to produce top, 
back, left and right spin 

Ctoe set of baits is striped while the other has 
a spot The two sets are of seven different 
colours but if you're using a green screen they 
can be numbered 

i o o o n i m s 

P Plays a reasonable game of pool 
P Good two-player entertainment. 

IAD n f w s 

► Boll movement is slow and jerky. 

P Bilk are hexagon shaped making angles 

difficult to judge. 







SONICS EEs 
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cue FACTORED 




staying PowerPC 
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S T R A 


T E G V 


DETECTIVE 

AwatfAff us Pntss, £tX c*u r ktys an It 



This is based on the board game Cluedo and 
involves you in a similar murder hunt where 
you have ro track down the murderer, the 
room where it happened, the weapon and the 
motive 

The action takes place in nine rooms with up 
to six players and nine characters, weapons 
and motives. Each player is given a code 
number for each of the nine sets of information 



DALEY THOMPSON'S 
DECATHLON 

Or (tan. £1.9& c*is. io^icich only 



Tins game is likeiy to break as many Amstiad 
joysticks as decathlon games have on other 
micros H stars DT m all his ten events - 100 
metres, long jump, shot put, high jump. 400 
metres 1 10 metres hurdles discus, pole vault 
javelin and 1500 metres 

On each event you buUd up Daley s speed 
by waggling the joystick or hammering keys 
In throwing events you also have to determine 
(he throwing or takeoff angle using the fire 
button. 

Daley s running action ts a liflie stow but well 
animated against a colourful background You 
have to make a qualifying ume or distance lb? 
each event otherwise you tose one of your 
Three lives, If you qualify the crowd roars as 
you celebrate and if yours is one of the top 
three scores it goes In the record book 

Each event brings you points and if you get 
through all ten evenls you can increase this 
enormously by going through them a second 
tune or for as long as you can keep qualifying 

GOOD NEWS 

P Colourful graphics and animation, 
SwMTf arm-building action 



P Theme turn and ocean™*! ditties 

P A tot better than the Commodore 64 and 

Spectrum versions: 

BAD NEWS 



P Only om athlete on screen - you can t 
compel* agwtt aft opponent. 

► 400 and 1500 metres are done (after than 
real time. 

► Your joystick may not last longl 




which allows them to hide their discoveries 
from the other players 

When it is your turn a die is tfnown and you 
can move that number of rooms or less Once 
in the room chosen you can enter your code 
numbers for the three parts of the murder and 
are given a y or N depending on whether 
you're nght or wrong, On the second level 
you're only given the Ys All this makes it liJce 
the game Mastermind (board not TV) and 
leaves nearly everything to chance rather than 
skill. 



green screen and if you get a high 
break you can enter it in the high sooh 



D 



P Smooth, fast moving balls. 

► Accurate shots are possible. 

► High break t*ble_ 

P Challenging two player competition. 



6 0 0 D 
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► Could be fur for several players 



1 A 



P Virtually no skill involved. 

► No interest as a one player game. 
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NEWS 


p Baize is too hght green - hard on the eyes. 
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MUTATION 


AMSGOLF 

Amsoft'X&mpLftiremitfi, fS.SS casi r keys only 



SPORT-SIMULATION 



STEVE DAVIS SNOOKER 

CDS, P-95 cats, joystick or keyi 



Fast action is really ihe name of this game with 
bails npping everywhere right from the break 
You can shoot a one or two player game, 
neither against the computer, and have 10 or 
15 red* 

The table is laid out as norma) and below it 
are the power and spin controls Power is set 
on a gauge while spin is set by moving a cross 
around a ball The balls have to be potted in 
the normal manner and you are allowed to 
force an opponent to play again after a foul 
shot 

The colours can be numbered if you have a 



Tins golf course consists of 18 very testing 
holes and you'll need to play some pretty 
stunning golf to get your handicap of 16 any 
lower 

Each hole is shown from above with the 
fairway, tough, bunkers, trees, lakes and trees 
all in view You have a full bag of clubs to 
select from driver down to putter Once 
selected you pick the direction and strength of 
your shot and watch as it flies out across the 
ground 

[f you ve judged badly or had the misfortune 
to hook or slice your shot you may find 
yourself bouncing off Trees plopping into lakes 
or jitft getting snick in the rough Needless to 
say you can't hit as far from the rough or 
bunkers, 

Once you ve got the ball to the green you're 
direction is assumed and you just have to 
decide the strength with which your 2D golfer 
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AMSYCLOPEDIA! 




tuts the be 
shown you 
the round 



ihe errt of each hole you re 
H ecaid and again ai the end of 



E W 



► Nicely drum holes. 

► Challenging so that you need practice like 
the real thing. 

► Very satisfying when you lower your 
handicap. 



bump into \ hem and you U lose a life. 

Having constructed the skeleton you have ro 
activate it Pretty quickly FranJoe stem chuck- 
ing things at you and your remaining task is to 
deactivate turn as soon as possible 

III! HEWS 

t> InfunaQngly addictive as you try to crack 
screens. 

¥■ Cute l ouches like Ehe Aiumanon of S< e in 



I A 



E 



* Get among the trees and it can nan a whole 

round 

► The best dub choices on the computer 
arent neoMnnly those for the real game 



► Disappointing sound effects - no music 

► May become TOO frustrating. 
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PL ATFORM 



GAME 



FRANK N. STEIN 

Affltofl/FSS, ff .SS t«»H jointi-ck orityt 



The evil aim of this game is ra build your own 
D LY. monster and then deactivate him ageStk 
If this seems less than sensible you shouldn I 
be playing computer games. 

The monster is made up of seven pieces at 
skeleton which you have to 00 Bed in the nght 
order from ihe head down They are strewn on 
the floors of dungeons which are filled with 
platforms and nasty surprises You have to 
guide the good doctor Stein Jo the pieces 
whtch you automatically pack up. 

Springs, slides and jump pads will help you 
get around the screen while patches of ice, 
sticky floors and hghi bulbs may hinder your 
progress The mam danger is the weird 
objects that move m patterns on the platforms - 



GRAPHICS 


58% 


rmmm 


SONICS 


1 im 




GRAB FACTOR 






STAYING POWER 


\m% 


mmmm 


A A RATING 




mmm 


P L A T F 0 F 


M G A M E 











This is one of the older breed of platform 
games and is very much in the Manic Miner 
tradition. It features the in^mous thief Biagger 
as he tnes to rob 20 screens of the contents of 
their safes 

Each screen has a number of keys which 
have 10 be collected before going to the safe 
which will lake you to the next screen. The 
keys are positioned in such a way that ihere ls 
usually only one route, leaping from platform to 
platform by which they can all be collected 
and you can escape. 

Hazards lie in wait everywhere with deadly 
moving objects, lethal bushes(?) and plenty of 
fetal long drops. You also have to watch where 
you tread since there are bis of conveyor belts 
and collapsing floors so catch you unawares 

There is an air time limii on each screen that 



is convened inio a bonus score once you have 
reached the safe Many jumps call for excel- 
lent liming while some of the route patterns 
will lake some working out. 



6 0 0 



► Filiform action addtcuve as ever, 

► The 30 screens offer a tough long-term 
challenge. 



► Some sound effects are teeth- grating. 

► Doesn't really offer anything over Manic 
Miner 
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GAME 



MR FREEZE 

HiiMrdL t2M can, j oy itic k m ka^i 



Set w a fridge you have lo de-ice its six 
compartments Each compartment has 0 do- 
tting box m the lop right hand corner but also 
lots of platforms and hazards m between you 
and the box 

The six compartments are joined horizontal- 
ly and can be de-iced in any order. To get to 
the box you have to climb ladders and jump 
holes in the floor while avoiding flying frozen 
food, ice cubes robots (!) and deadly lasers 

After de -icing you have to get back to the 
bottom of ihe screen to get to another compart - 
menl This can be as hazardous as getting up 
and both journeys call for I mixture ol preci- 
sion and fast action. 

B P D D II E Mf S 

► Tuing action and route finding. 



► Slow main character movement. 

* Nol enough screens To keep you going. 
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HUNCHBACK II 

Dc*tn r £lJ& c*». joystick or keys 



This sequel features our deformed hero trying 
to ring all the bells in his tower, He has to 
complete live screens packed with bats, 
arrows, ropes and platforms 

On each screen he has to collect all the little 
bells and on the lost one he has to ring the 
large bells using the hammers He ge(s about 
by jumping (awkward with a hump on your 
back) and by climbing ropes 

Each screen gets harder and calls for 
excellent tuning and special features include 
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platforms on pulleys, grab hooks and blight 
green bouncing balls. 



P Colourful graphics and well-deformed 



P Better than bis for&ronrie? 

Tougher lhan the CBM 64 version. 



P Five screens may still not be enough, 
► Cart be very frustrating (addictrve?)- 
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GHOSTBUSTERS 

Actmsion.f 10.99 tats, joystick ontr 



Set on ihe streets of New York this is the game 
of ibe film You have to nd the city of ghosts by 
closing the portal to the spirit world at Zuul 
There are three types of screen in the game, 
each providing a different challenge to the 
player. 

You start wiih $10,000 and with that have to 
buy one of four cars and equip it with 
ghostbusting Technology Once you start the 
game a map of several streets appears with 
you at your GHQ. The temple of Zuul is in the 
middle and from the four comers come ream- 
ers who try to reach Zuul You move a 
ghostbusimg symbol around and can freeze 
reamers by touching them. 

When a building Gashes red it means there 
is a sinner there and you should get there fast 
You switch fo a road which scrolls by your car 
and any frozen roamers can be sucked into a 
vacuum cleaner When at a building with a 
sinner you have two men with streamers who 
can guide the ghost towards a trap before 
springing i\ and hopefully caichmg the nasty 
thing 

The game time limit is in the form of PK 
energy which \s continually rising If when it 
reaches 9999 you have more money then when 
you starred you go to Zuul and try io sneak by 
the marshmallow man and close the portal 
This nasty character - a sort of overgrown 
Mtchelin Man - also pops up in ihe game to try 
and trample buildings, costing you money 

■ 0 fl I H 1 If I 

p Good muse playing through game. 

P SJaU needed fo catch ghosts and make lots 

of money. 



s 



P Screens car be very fbekery . 

P Speech in the game isn't very good. 
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ROLAND GOES DIGGING 

Aimort/Gim £8 95 cass. joystick fir keys 



Based on Space Panic this game gives you the 
unusual task of digging holes for aliens to drop 
into so that you can loll them 

The action Takes place on a single screen 
with five levels which are connected by 
randomly placed ladders. Little green aliens 
come in from the right hand side and wander 
around the levels 

You can dig holes in the floor into which '::c- 
alLens fall and you can then knock them to their 
deaths for a cash bonus. If the aliens are left 
ihey will pull themselves oul fill in the hole and 
turn red as they pursue you in high dudgeon 
This will also happen if they fall into a partially 
dug hole when the only way to dispose of rhem 
is lo drop them through two levels at once 

Later stages have more aliens and this 
makes it harder to complete ihe screen within 
rhe time limit imposed Contact with an alien 
loses you a life but you can safely fall through 
any number of your own holes. 



i a o 



M E W 



P Frenetic action and Fast reflexes required. 
► Increasing difficulty provides a challenge. 



I A 



P Ideas and gameplay are old 

P Screen layouts are very similar 

P Dropping aliens through holes is all there is 

to do. 
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GILLIGAN'S GOLD 

Oca an f 6.90 cssi, joystick of keys 



Gilhgans gold is scattered in bags around a 
three-screen mme. Your task is lo collect all 
the bags and put ihem into a wheelbarrow on 
the left hand screen The three screens are 
connected by a network of tunnels, ladders, 
lifts and trolley tracks and axe of ihe Qick 
screen variety (nol scrolling} 

While you colled the bags you face danger 
from two outlaws who run about the mine and 
also from fetal feus down holes and collision 
with the trollies. You can stun the outlaws by 
dropping gold on them or by grabbing a 
pickaxe to hit them wttk You can avoid the 
trollies; or gel in lhem_ by swinging up on 
hooks in she ceding. 

Each bag of gold has lo be returned to the 
wheelbarrow within a time limit and for the 
gold on the furthest screen that takes careful 
timing. You can also get a special double 
bonus sack of gold but this isn't essential for 
completing the game which starts you all over 
again if you do 

■ IBB HEWS 

P Good graphics and animation. 

P Cute high score table. 

P Compulsively frustrating action battling 

against the true limit. 



CONFUZtON 

Ineifttm C£ 95 cm joyifttk or keys 



sees you m a m 
ive to destroy its 
h± level is repre* 
pg a network of 
t*3t> ■■«".!.' !". mil 



This apdy nsrciM c^r> 
leveJ factory where yo 
stock of eontaoo bomb 
sented by a boat ocr? 
flee wire on a gnd on th 
appear the bombs 

Somewhere inside the gnd appear* a spark 
*tuch bums along the wire You have to gutfe 
rhe sparks to the bombs lo explode them You 
do itus by 3hitbng the sections ofthe grid mto a 
space, much like a letter square puzzle Ail this 
has to be dene within a tune limn set by a 
burryn<j iimer fuze 

The spark's short existence is further re- 
duced if r. hits a dead end solid block or runs 
off the edge of a block ft can be put out by 
drops of wafer thai patrol the wire or by 
running out -A runt When hme is nmrung low 
the revolving bombs turn yeflow and you'll 
have io move very faM. 

You can start a? levels ] 9. 17. 26, 33 oi 41 but 
ihe later levels introduce some really fiendish 
layouts and more bombs Lateral Jbnking is 
often required lo get you so your goal 

till MEWS 

P Frantic, brarn- leasing action- 
P Refreshingly different gameplay 

► Lots of levels and complex problems 

► Free piece of music on side B of cassette. 



E 



► May have too high a frustration level for 

many. 



P Nice touch in being able to ride in (roUies, 



tt E W 



Characters sometimes go fUckery 
► Outlaws can crap you in a no- win sartuarJon. 
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SUPER PIPELINE II 

Taikstfl/AritSGtt £1.95 cass, poysfi ck or keys 



This pipeline feeds a number of barrels and on 
each screen you have lo fill one or more 
barrels with water from the pipe, The problem 
is ihai animals" and tools keep trying to make 
holes in your pipe or knock you off it. 

You control Foreman Fred who is aided and 
abetted by two workmates You have a gun 
with which to shooi the took and beasts that 
come onto the ppe from the screen edges, or 
you can sacrifice your workmates who will 
reappear anyway 

If there is a leak you have to lead a 
workmate to it for him to mend it with his little 
hammer. If leaks are left for too brig you may 
start to run low on water and tins decreases 
your score. Some tools are hard to Jul while the 
lobster can only be shot from behind The 
shower of lacks catfi be destroyed, just knock- 
ed off by a workmate 
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AMSYCLOPEDIA! 
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+ Sbck graphics and music. 

P Addictive garneplay on this novel program. 



* Characters disappear behind pipes when 
going up or down. 

* The game ls mastered too easily. 
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hazards like hobby horses, wrings, bouncing 
balls and spinning seats are introduced. If any 
of these knocks you off the Track you go 
bouncing around the screen like a jot- 
propelled breakout ball 

■ III H I Hf S 

► Stick graphics and great music. 

► Belter than the CBM 64 version- 
P Fasi, intense fairground action 

► Random spacing of cars means you can'l do 



■ E 



► Moving around comers can be difficult 



KONG STRIKES BACK 

Oci in. CT,95 ct». loyifick or kmy% 



In the unlikely setting of a fairground this 
popular arcade villain has once again gpt a 
damsel in distress. You have to rescue her by 
running to (he end o( a rollerooasier track 

The track always starts m the bottom left of 
the screen and ends top right where Big K & 
holding ihe damsel piaoner. Along the track 
are ladders and at the top of (hese are letters 
to spell the word bonus and parts of a key 
These are also used to avoid the cars which 
Kong sends down ihe track ai you. or you can 
blow these up with your small supply of 
bombs 

There are only four different irack layouts 
but once you have completed them new 



GRAPHICS 


!77% 






74*b 




GRAB FACTOR 














-:-: ::: : ^-SES33asE 


A R C A D 


E 


ACT 


0 N 



BRIDGE-IT 

Amsoh/EptctofL fl.55 can or fret with 4H. 
mutch of ktft 



hi a town perched piecanousty over water 
the only way of getting from one house to 
another is by bridge. Unfortunately the 
bridges in this town have the annoying habit of 
flipping open and letting unsuspecting resi- 
dents be dropped into the water 

The people appear at ihe fop left of the 



screen and try to make their way across four 
bridges a( the top, right, left and bottom of the 
screen You have to lower each bridge far 
them to cross Your task is complicated by the 
appearance of more than one person making 
you switch rapidly between bridges 



E 



> Good screen layout. 



I 1 



► You have to repeat your opuons every time 
you start i game 

► Only one layout of bridges, 
P- No high score. 
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ROLAND AHOY! 

AmtohVCom^uttnmiiti, £t J5 tatt. mtiak or 



Our seasick little hero has turned to a life of 
piracy and has to steal treasure from the 
harbour and deposit it in his rave 

You initially control a ship on a map screen 
where you have to guide it past floating mines 
and a sea monster to get to the powder quay 
Here you change to a screen where you have 
to jump a cannon ball in order to get some 
ammunition He now goes to the harbour on 
the map and shoots holes in a protective boom 
until the ship fits through 

While avoiding another flying object he 
collects the treasure and returns to the ship. 
All that ls left is to gel 10 his cave where he 
avoids the Calling rocks and spider to deposti 
the 



i I 



► Some nice graphics 

► interesting interchange of tasks 



J I 



► Horrendous sound 

P- Not enough stages to keep you happy, 
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ER*BERT 

M icrwbtfi, C&M c ■ », icy rtic k or k#y* 



Q*Bert was an enormous hit in the arcades and 
this version has many of the qualities of that 
original The game features a little long 
snouted fellow who has to hop around a layout 
of cubes changing their surface colour 

There are four layouts of cubes and you start 
with a pyramid with you at the lop Jumping 
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onto a cube changes its colour and on later 
levels you have To jump on cubes twice to get 
the desired colour. The cubes are connected 
diagonally making it easier to play using the 
keyboard lhan the joystick One wrong leap 
sends you plummeting lo your death off the 
edge 

Dangers await though in the form of Goily 
the snake. Boris the gorilla, cascading balls 
who try to catch yvu and a black hole thai 
appears on random cubes. Boris is particularly 
annoyed if you steal his banana bui this gives 
you double points for each cube. You can 
shake off your pursuers by jumping on a 
transporter disc leaving ihern lo {all to their 
deaths or by using a rota hat to move up and 
down levels. 

B 0 fl D N t » F 

► Colourful graphics and clever cube layouts. 

► Quick thinking and action required to 
survive. 

► lo\£ of levels with some getting really hard. 



I I 
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► Instructions only appear once at start of 
game. 

* Character graphics can be flicker^ 
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FRUIT MACHINE 

Amsott, £t 95 eas* or frw with 464 , k eys only 



Fruit machine programs have always been 
popular and this one is one of the best It's got 
tots of features on it (hat make it a game of 
some stall as welt as one of chance. 

The game has three reels featuring the usual 
assortment of bells, bars, lemons and such 
You have £5 so gamble with ai 10p a spin (SO 
spina}. If you gel a winning combination you 
can collect, gamble, nudge or winner spin 
Nudges allow you to nudge the reels while 
winner spinning automatically gives you a 
number of wins There is even a list of the reels 
for those who want to cheat 




s o 



► Colourful graphics. 

► Good feature*. 
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► It doesn't pay real money. 

► No variety and still mostly a game of 
chancy. 
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HARRIER ATTACK 

Amiettfflurall, fil JS cats or has with 464, 



This is a scrolling shoot em-up featuring a 
earner-borne fighter which takes off and 
moves left to right across a heavily defended 
landscape to reach an enemy base Having 
bombed the base you can return to your ship 
(the display wraps around) to make another 
attack run 

While over water you will encounter two 
patrol boats which shoot guided missiles at 
you, as do enemy aircraft which fly in the 
opposite direction lo you. Land based installa- 
tions will throw up flak at you but this is not 
usually fatal 

Gauges indicate yem fuel spe^d. rocket 
and bomb status and the bombs are what you 
use to take out the base. With rockets you 
need lo be careful since flying into the 
explosions they leave damages your plane 



t W S 



► Reasonable scrolling shoot-'envup once 
you've leaxnt to dodge nussiles. 

► Skill needed to shoot things. 



> Graphics are simple and disappointing. 

> Sound is linny and Spectrume&que 
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ALIEN BREAK-IN 

Affts«fVl)efiiifc P £B-9S eaai, \ay stick or keys 



This shoot-'ern-up will give you an aching fire 
digit on your first play because it's more a war 
of attrition than a quick zap You are as ever 
defending your plane! but this tune you are 
protecting a shield below your base from 
being holed 

At the top of the screen is an indestructible 
mothership while wtumng around the middle 
are hordes of chvmg ships These release rwo 
sorts of missiles that try to penetrate your 
defences If a hole in the shield gets large 
enough a diving ship will enter it and rum into 
a mothership. 

The mothershtps also release glowing pods 
which if allowed to reach she shield mutate into 
red aliens They can only be stopped by 



digging a bole in your own defences. Attack 
ships also appear to bombard the defences bui 
once there are enough moihershjps they start 
to descend the screen and lry to crash into 
you 



fr- Constant pressure from alien ships 
► Colourful fast moving graphics. 



J 1 



> If £ all action, no thinking. 

Your fingers will get tired hitting the Eire 
button. 
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ATOM SMASHER 

ABUft/Rpmifc. £B.9S cm r jefftick of keys 



Set in the core of a nuclear reactor that has got 
completely out of control this game challenges 
you to delay melt-down The reactor and core 
appear in the middle of the screen with an 
electron circling them. Your ship is an aster- 
oid-type one which moves in eight directions 
and has a laser 

Hie proton moves round ihe core and when 
shoi produces another electron, deadly if run 
into r but delays the meltdown thai is en- 
croaching from the edges of the screen. 

You have rwo gauges indicating fuel and 
laser temperature and these both increase 
when unused but end the game if exhausted 
Shooting the meltdown or running over it 
delays its progress but once u s reached the 
core the game is over 



f 



► Very difficult to score weU and demands 
efficiency and fast action. 



£ 



► Frustrattnglv hard game to do well at 

► Little lasting appeal in only one screen. 
^ Sirnpte graphics and sound. 
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GRAND PRIX RALLY II 

Amsoft^Loritiafi. ES.95 cbse jaystrtk en If 



Ten lestmg stages await the potential rally- 
driver in a reasonable version of the old 
arcade classic flofe Position There are six 
different types of weather conditions you have 
to drive in with each one presenting its own 
particular problems that may stop you com- 
pleting a stage within the time limit 
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TANK BUSTERS 

Diupn Dtvign. £7 fS cftu. loyitich or ktyi 




AM! 



Tins is a version of the aicade game Battiezone 
featuring vector graphic tank warfare on a 
magnificent] y destructive scaie The sj^me 
places you on an asteroid where you have to 
wipe gui the enemy tanks that are occupying 
il ■ 

Your view is la the direction of your tanks 
gun and a head-up radar display shows you 
the enemy and missiles in the mjcidle of the 
screen The cmly other smicTures are blocks 
and pyramids while in the air is a Eying saucer 
This saucer has a rotating red square beneaih 
a and if you put your tanJt or* ii it will replenish 

7ne shield is damaged by enemy shell 
and misaJe fire and if they get close many 
shots en be Quickly made You also have 
shells and mtssales, the difference between lhe 
two being that you can guide missiles lo theu 
Jarget. You can even take a missile s eye view 
as it races into the distance. 

T&nta and blocks expSode mio pieces 
which then bounce about !he asteroid before 
disappearing In the background there is 
volcanic activity across a mountain range but 
as with mast things in she game Lhe option 
screen will allow you to a her ?T 

SBC! HEW! 

► Bnlkani vector graphics. 
+ Addictive blasttng guneplay. 




fr- There aren't enough games like this 




Great options and sense of humour. 
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Your screen view is of the back of your 
car as it heads along the curving road en- 
countering other uniform cars as it goes. 
Acceleration is automatic, leaving you free to 
oontrol left-nght movement and the brake Ai 
full speed you approach the other cars very 
£kst but unless you meet them on a corner they 
are easy to pass Every car you pass gives you 
more time to complete the stage while 
crashing takes a large chunk off your allowed 
time, 

There are two ways to crash, either into 
another car or into the sea which skirts the 
road on some stages Hie stages include sunny 
weather , bridge, sea shore, night, snow and 
desert sections with the night and snow sec- 
tions being extremely difficult. At night you 
can only see the taiilrghts of cars in front 
making it easy to crash while on the snow you 
slide further than usual when you move. 

You can change the nature o£ any of the 
stages with an editing function that allows you 
to change the length, direction and angle of 
any bend on the track to produce easier or 
harder courses that can be saved to tape. Ai 
the end of each stage you are given a score 
which is dependent on your speed through it 
and your time remaining. 



E 0 D D N f ft i 

► Good perspective and reasonable graphics 

► Some tough stages which call for plenty of 
practice. 

► Differenl conditions are good 
P- Handy editing function 



E A Q NEWS 

► No control over acceleration. 

► Oiher cars can pass through each other 

► Hard to tell when you wiD and won t hit 
other cars. 
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HANDICAP GOLF 



CALf6.95c«s. keys only 



The object of tins game is to gei everything to 
go straight down the middle of the fairway and 
into that little hole on the green, You can ploy a 
full 18 holes or a half round of rune 

You stan at the ftrst lee and can select any 
one of IS clubs (4 woods, 8 irons, a putter, 
pitching wedge and sand wedge) You then 
select lhe direction you wish io hjt the ball in 
and an animated golfer plays the shot showing 
you the ball's trajectory The distance for each 
club is fixed and wind will only slighUy affect 
length and direcnon. 

Careless smokes can go out of bounds or in a 
bunker Once you're on the green the display 
switches to an overhead view and you have to 
determine the direction and strength of pun in 



!he hght of the slope of the gieen All holes 
play left lo tight and par for the course is 70 

E 0 D I U I m I 

► Skilful purring is needed. 

► You can easily get under pa*. 



110 HEW I 



► Not enough unpredictability in the length 
or aUrecuon of shots. 

► GamepUy is slow and repetitive, 
fr- The 18 holes are very similar. 
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TEST MATCH 

CRL £f .95 Cass, keys cmty 



The cricket season may be just ending but you 
can keep playing with this game, although ii 
appeals more to the statistician than the action 
player You can play tsmrted over or test match 
cnckei with two players but both options are 
basically the same 

Having selected your game you can name 
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your own siae or use the computers but each 
ream can have a maximum of six bowlers. 
Once play begins you are shown a view of the 
ground with stick men representing the bats- 
men and fielders The bowling ts done ante 
matically. as is the batting, and (he result is 
worked out by a formula depending on the 
Current situation. 

If the ball is hit you decide whether to run 
or not and the risk of run outs can be high, 
Batsmen can be oui m all the usual ways and 
the rules for one day cricket (four versions) 
and test encket (450 overs) are obeyed 

You decide who will bow! and who will 
come ui to bat and your choice must consider 
skill, fatigue and the match position 



I I 
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► Reasonable games of encket can be 
played 

► There are several types of game available 



► There is little action - ]ust decisions as id 
whether to run or noL 

► The graphics are disappointing. 

► Not much interest if you don t like crickeL 
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WORLD CUP 

Artie, f J 95 cass. joy stick or keyi or jftriticfc with 
kin 



This World Cup takes place on a three-screen- 
wide scrolling pitch where two teams of six 
players tack it out. The pitch scrolls horizontal- 
ly with two defenders, one midfielder, two 
attackers and a goalkeeper on either side 
keeping to then respective zones. 

You can play against another player or the 
computer and can choose one of ten teams 
You can also have a tournament where eight 
players can take part You control the player 
on your side who is nearest the ball (his shorts 
change colour) If the other side have the ball 
you can dispossess them by running into them. 

To shoot you just .press fire while moving 
goalward If your own goal is threatened you 
can make the keeper dive by pressing fire 
The game clock runs down from 90 and you 
change ends at 45. 



T 
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► Exciting two-player action plus a good 
computer opponent. 

► Ttirtliing to score a goal and win matches 



I 



► Player animation and overlapping is bad. 
* Scrolling is rather jerky 
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CENTRE COURT 

Amaoh/Epicscftt. fl.95 cats, joystick or kiys 



Tennis has been a popular game on computers 
ever since the days of Pong but this is the Brst 
version on the Amsttad The court is viewed 
side on with two rather crudely defined 
players, one at either end 

The ball is served by pressing the (ire 
button, once to throw it up and again to hit it. 
From there on you can move the player freely 
around the court and by pressing the fire 
buHon strike The ball. 

The play tends to be mostly baseline and 
you can't really volley. You can control the 
strength and direction of your shots by the 
timing but this will lake plenty of practice 

There ls a demo mode and you can play 
against the computer or a friend, but once 
you we started a match you have to finish it or 
reset the computer. 

E 0 D D W E if T 

► Good computer opponent who isn't easily 
beaten 

I * P HEWS 

► Crude graphics. 

► No variation in strokes 

► No reset to start game again 
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ALEX HIGGINS' WORLD 
SNOOKER 

Amsofl/Gftm, £6.95 cms, joystick or keys 



You are thrown into the high-pressure world of 
snooker where you and a friend battle it out on 
the green baize But you don't have to start with 
the lull 15 reds - you can have six or ten 
instead 

The table is displayed with the famihar 
layout of snooker balls (you can number the 
colours if you have a green screen) and you 
can place the cue ball anywhere in the D. You 
aim the cue ball with a circular cursor and then 
tiave to decide the strength of the shot and 
whether to put on any top, back, left or right 
spin. 

You have to pot a red first and then a 
colour before ponmq ano1hr?r red All the usual 
fouls are given except you can t get a free ball 
when snookered off a foul shot The game tells 
you your highest break at the end of the game 
There is also speech synthesis for those with 
the SSA-I synthesiser 
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► Two-player games are interesting. 
* Easy shot selection. 



E 



► The balls are large and jerky 

The definition isn't high enough to make 
accurate play possible 
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CLASSIC RACING 

JtiMft U K cm Jiiyi Mtr 



You're the owner of a stable of 16 horses and 
along with five other players who can be 
computer cemtrotted you compete m a flat- 
racaig season to see who can make she most 
money 

There are up to 16 meetings in a season with 
six races in each and eight classic races at the 
end As the meetings! occur each player has to 
select a horse for each race initially with no 
guide so form The races are from 5 furkongs to 
one and a half miles and different horses will 
be suited to different distances and going 

While you're selecting your horses you an 
study the race programme for the season and 
also see your opponents choices If a horse 
(ails Co be selected for three consecutive 
meeNngs :\ ls dropped and cosis yyu £1000 for 
every meenng it musses. 

There are three types of races - minor, 
principal and classics - with correspondingly 
increasing -prize money One* at The meeting 
you are given a chance to bet on one of the six 
horaes and then the race is run The horses 
walk to the line and then gallop down the 
course right to left on the screen. The scale 
distance are accurate and the leaders will 
come and go often with an exciting finish as 
you dlogicaUy roar your horse on 

Once the race is over you get any prize 
money or berong win due you and are shewn 
(he overall status ui each player. The horses 
also build up a form book and winnings: 
Finding out which horse is tjood ovei which 
distance and ground is vital 
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► Gripping race action 



► It isn't as good as Steve Daws snooker 
Graphics 




ADMIRAL GRAF SPEE 

JmsotoT imptshan, d,9Ei cut, joystick or k«ys 



tou are in command of (he famous German 
pocket battleship and have to cruise around 
the south Aitantic sinking as much enemy 
shipping as possible There are two basic 
screens: one a map of the south Atlantic with 
your ship marked and the other a close-up 
when engaged in battle 

You start next to your supply ship the 
Alhnark with a full load of fuel Enemy ships 
appear on the map as flashing dots and before 
you can engage in combat you must move your 
ship to one of their locations Pressing S' will 
then give you a view of rhe surrounding se& 
You are given the range and direction of the 
enemy ship and if you're on course you gee it 
ahead of you 

You can use guns and torpedoes 10 sink 
vessels bui they can shoot back and you only 
have a limited supply of ammo. Frankly even 
this bit of the game is fairly boring as you can t 
really aim your shots beyond having the 
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► On the cxher hand it might dreg you into the 
real thing. 



Q 



► Plenty of Thinking and planning needed lo 

find youi best horses. 

► Muln pkye: action provides great excite- 
ment 

► The computer runs a good race plan. 

► You can get utterly hooked without losing 
any money. 
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correct range, and you can'l dodge enemy 
missiles The game ends when you are sunk or 
you fail to contact your supply ship to replenish 
fuel and ammo. 
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iT.fui than drowning. 



► Craprucs and sound give you that sinking 
feeling ► Little depth to the game. 



computer where a red alert will sound and 
alien ships move across your view one at a 
time while you try and hit them using a cursor 
Having cleared th*? sector you move on to 
another until the galaxy is cleared or you are 
destroyed You have two gauges far energy 
and shield strengih and these are reduced by 
enemy hits and have to be replenished by 
making a lunar lander -style larding on a 
planet 
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► Its very nostalgic and brough back happy 
memories. 



£ 



► The graphics and sound are simple 

P- The gaunt p lay is very simple and repetitive. 

► Old memories don't make good new game? 



3D TIME TREK 

An if og. £ 6.95 can. \o^iitk with k*ys 



Star Trek was one of the earliest computer 
games and this is yet another version of it bur 
with so called 3D action. The idea is to defend 
an 6x8 galaxy against attack from an alien 
invasion Oeei wih yours being the only ship. 

You start by examining the sectors around 
your ship with (he long range scanners Every 
tune you do this it updates the galactic map 
accordingly Having found an enemy sector 
you can warp to if using the navigation 
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SOFTWARE STAR 

Addictive Gamfli, tl ft cbsi, keys only 



This strategy game puts you in charge of a 
software house for whom you do all the 



programrtung and make all the financial deci- 
sions Your aim is lo become a software star by 
gelling your games lo number one in the 
charts 

You start with ibe target of making 
#10000 in one year and with one game in 
pioduction. called Software Star of course The 
&rs! thing you have to decide is whal youx next 
game is lo be called and this will be worked on 
over the next few months till you think u is 
good enough so release. Next you have- to 
decide how to encourage productivity and 
sales and how to improve your public image 

Now comes the moss crucial part of the 
game where you have lo determine how many 
pages of advertising should be boughi for a 
game Your game now stares to climb tis way 
up the cham. increasing sales as it goes, 
hopefully past a break even point. You're now 
told your financial position and whether you're 
a star yet before beginning another month. 
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► Gives some idea of the problems and 
tension in software industry. 

► Has seven skill levels from easy to im- 
possible, 
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^ There isn't enough choice in decision 

making to maintain imeresj. 

► No graphics or sound to speak of. 
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MILLIONAIRE 

Incentive, ffrffi ca», keys only 



The name of the game is a giveaway - you've 
got to make a million, and all through your 
skills as a programmer and financial genius. 
You start with one program and #500 so it's a 
pretty tail order 

The game is purely one of strategy (and a 
smidgin of hick) and lakes several stages Fust 
you have to decide whether to specialise in 
one type of game. The mam game sequence 
starts with a picture of your current offices 
(humble beginnings) followed by a bar chart of 
your software sales. You're then givfcn any 
news regarding magazines, fairs and the in- 
dustry that m*ghi affect sales 

Met deciding which of 5tf things lo work 
on that month you are into the marketing stage 
with decisions on special ideas, advertising, 
duplicating oasis and production If you re stiJl 
in business you'll see if you've moved into a 
better office and what your currenl status is 

I 8 0 B H f if 1_ 

> Plenty to keep you busy. 

► Very difficult to make that million. 
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► Repealing the main game-loop may be- 
come boring, 



Rut^aierteborwbiw- AMSTRAD ACTION OCTOBER 1985 75 



► Things get frustrating once you've made 
about -50.000. 
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ALIEN 

Armaft 1 Argus Priii, fB.9& casa r ^qyitrck or hoys 



The film was M of terrifying suspense and 
although the game recreates some of that 
riiflhangmg panic many gamers may not get 
into ii that much- The action takes place on the 
three decter of the spaceship Nostroiro where 
a virtually indestructible alien is marauding. 

You can play long or short games in which 
you control respectively sue or three members 
of the crew at one time and have sevejal 
possible aims You can scuttle the ship, escape 
in the shuttle or try to blow the alien out of an 
airlock The screen shows a map of the deck 
you are on, a command monitor of the actions 
you can take and a report monitor of what is 
happening to you and other members of the 
crew 

There are plemy of items to be picked up 
and used and tecs of rooms to be explored 
You can also get around the ship by using 
ducting but beware the alien also uses this a 
lot Once the alien has got hold of a crew 
member there ts httle you can do since he 
does his work ruthtessly. However the sound 
emitted by trackers, the movement of Jones 
the cat, and removed grilles to ducts wlJI ail 
give indications as jo where the ahen is 
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► Challenging game of strategy and tactics. 

► Original game concept and gameplay 

► Good film ue in which captures the acmos- 
phsre. 
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► May not be a clear enough game objective. 

► Frustration can sei in at the lack of 
rewarding actions, 



GRAPHICS E53 



somes mm 



GRAB FACTOR 
STAYING POWER EES 
A A RATING [S3 



ARCADE 



A C T \ O N 



SULTAN'S MAZE 

Amioftfttim. £1.95 coss or fret with 464, k«yi 

On If 



This is a simple maze game in which you have 
to track down six rubies and remove them 
from the maae wiihoul running out of energy or 
being caught by the ghost. The maze ts 
displayed in perspective and you can move 
aiound it using the numeric keypad. 

The rubies have to be picked up and 
taken lo J he exit while avoiding the guardian 
He can fairly easily be tricked oi if necessary 



you can pimp through a hedge to gel pas! him. 
Your energy is reduced by moving carrying 
jewels and jumping through hedges but ts 
replenished with each visit to the exit, Collect- 
ing all the jewels reveals sue letters for a code 
word. 



t 



^ Different mazes and occasionally tricky 
acHon. 



bui very iaa movement too All the aliens 
follow regular movement patterns but some- 
times the tnteftoctang of two or more aliens 
may force yon to wan unnJ the exact righi 
moment appears 

there is a tanetann fcr each screen and if 
this runs out or you bump umm alien then you 
lose one of your lives The inertia on Monty is a 
little odd at first bin with practice it allows you 
to nip into some tight corners 
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Very slow graphics when drawing the 
maze. 

* Garneplay tends to be slow and uiun- 
is? rt? sting, 

► The same task gets repetitive. 



»■ Lots of testing screens 

► Some nice aliens and screen layouts. 
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► Odd character oontroL 

► Noi a very original game. 
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MUTANT MONTY 

Aim^hVAftic £8.35 c»s P joystick or keys 



This is whar you might calJ Mamc Miner 
without the jumping. Monty has to collect 
several lots of gold off 40 screens and only 
when he has got ihe lot can he exit to the next 
screen and rescue the damsel at the end of the 
game 

Each screen has the go3d lacked away in 
mcky places which are guarded by the usual 
weird collection of implausible aliens Monty 
moves around in rather an odd way continuing 
in the direction you start him in and accelerat- 
ing if you keep pushing in that direction 

Most gold bars art? positioned so chat 
getting to (hem requires not only good hming 
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HUNCHBACK 

AmMfl/Ocflwi. £1 95 casS jaysnck anlf 



This game launched the deformed bellnnger 
as a computer hero but since those early days 
ifs lost some of its sparkle 

You control Quasimodo who is at the left 
hand and of a castle rampart and has lo cross 
15 stages of it to rescue his sweetheart 
Esmerelda. Each stage consists of one or more 
gaps that have to be crossed by jumping or 
swinging on ropes: Ai the end of each stage 
you nng a bell and five bells without a death 
brings a healthy bonus. 

There are many dangers along the way 
including soldiers With spears, fireballs, 




Dk ironic i, Et % &•«!. vi only 



As Arthur Daley you take your place in the 
ateazy. underhand, doufcte-dealuig world of 
the London black market You have 15 days in 
which to concoct as many shady deals and 
make zs much folding greenstuff as possible 

You statl at home with #2000 and lour 
possible destinations At each of these you will 
see a small graphic representation ui the 
middle of the screen with the feces of those 
present on either sde Below is a box in which 
you can have conversations wiih people either 
at your instigation or theirs 

The four locations are the lock-up, the 
Winchester club. Terry's flat ot a dealers 
premises Your aim is to buy various items like 
baUcocfca coffins and commodes and sell them 
fcr a healthy profit Goods can be bought and 
sold from people m the Winchester or from a 
dealer and you'll have to haggte over price 
and quantity in appropriate cockney slang 

Terry can act as your minder [scimf? 
punters can turn, nasty) and also collect and 
deliver goods He and other people are often 
hard to track down and you have a limited 
number of hours of The day ;n which lo deaJ At 
she er-d of the game Arthur himself oops up to 



tell you how yc 
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► Great facial animation. 

► Good atmosphere and humour. 
Absorbing trading and wheeler-dealing, 
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► Conversations can scroll by loo tut, 

► There isn't anything else apart from the 
trading 


















'.-.'L-.-,-,','r9?0nl^H 


STAVING PDWtuHES 




A A RATING £23 





76 OCTOBER E98S AMSTRAD ACTION 



■ wuJd IdJ in lew wiin 



AMSYCLOPEDIA! 



arrows and a knight who climbs the wall on 
each screen as a tune limit 
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► Compulsive urge to get one screen further. 
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Not much variety in the basic screen. 
The graphics and sound are Simple. 
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SPANNERMAN 

Ainiott/GAm, £ B % cm, |Of sitcfcc or fciy* 



A nuclear reactor is about to turn a large chunk 
of Britain hotter than an vindaloo. so who do 
they call in to save the day ? The local ptonber 
of course. Needless to say that's you and your 
job as a plumber is to tighren all the joints in 
the pipes of the r&actor cooling system. 

There are four pipes on four levels of the 
screen each with &ve joints which have to be 
tightened with your spanner if they Stan 
leaking The water collects at the bottom of the 
screen and you can only spend so much time 
submerged. 

Gianc mutated rats are Hushed out by the 
wafer and you can lock these to stop them 
killing you The earthquake that started the 
trouble is still going and the occassional chunk 
of debus will drop from the ceiling and kilt you 
Lf you get in the way 
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► Economy of effort and fast work required. 



>■ Only a one-screen game. 
► You can't actually "win 1 '. 
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TRAFFIC 

AmsoH/Ajirirfltnida £8.95 c*h. joystick or kays 



Your job is to control traffic flow by switching 
traffic lights You re given an overhead view of 
a layout of junctions and by moving a cursor 
you tare to try to keep traffic flowing and not 
let any tarns build up 

T%ere are several different junction lay- 
outs of increasing complexity and on each one 
you have to get enough cars offscreen before 
a long tailback builds up off screen at any 
junction The cars are just different sizes of 
white rectangles but sometimes shey will flash 
indicator lights for she duection they went to 
turn 

The lights switch straight from red io 
green and back again although as you would 
expect the cars do net respond immediately 
The game is accompanied by appropriate 
noises, particularly the honking of horns if you 
allow a queue to build up These become 
dangerous when they stretch off screen as a 
counter will inform you of the numbers If this 
gets loo high you fad. 



► A quick thinking, coo* head is required 

► An original and interesting game idea. 

P- Gar moverneni and sound effects are good 
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► Only a one screen game although the 
layouts change. 

► Directing the traffic may get boring (how 
would you like to be a traffic cop? ). 

► It's always like rush hour at the Hangar Line 
gyratory system. 
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HAUNTED HEDGES 

Amiofl/Micromeg*. £1.95 can, jayilick Or k«v* 



Verssons of Paanm have always been in 
abundance but this one is in pseutio 3D The 
maze is constructed of hedges which actually 
have depth so thai you can go behind them 
When moving through a gap have to remem- 
ber It is in perspective 

The a on is to guide your stick-man around 
the maze picking up gold coins (munching 
dots) while avoiding the four guardians 
(ghosts) Once you start your man moving in a 



direction he ke^ps going until he hits a wall so 
you have io keep alert far guardians coming 
the other way . 

There are objects that appear for bonus 
points (fruits), while getting an ice axe (power 
pill) will let you chase after the ghosts for a 
short time and try and send them back to their 
base for a bonus 
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> Increasing difficulty. 

► Pacrnan has always been addictive- 
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► Poor graphics and animation. 
►* Very unoriginal 
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QUACK A JACK 

Anuofl £SJ& cass, joystick or fctyi 



You are trapped m a 16 level dungeon where 
monsters pursue you around as you try to crush 
eggs before they hatch The problem is that 
the floor crumbles away after you've walked 
on 11 and with five eggs lo get you've got to 
tread carefully 

You appear as a duck and there is a time 
bmit m which you must get each egg before it 
hatches into a deadly lerraductile tf your route 
is blocked by a gap where you have previous- 
ly walked then you can shift the row of floor to 
make a path The screen wraps around but you 
have io watch out for the wacky bui deadly 
inhabitants and cooking pots to avoid blunder- 
ing into them 

There is treasure io be collected on each 
screen bul once five eggs have been de.^ 
tioyed you mow on to a screen wilh more 
monsters 
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► Fast flunking and planning needed 

► Panic action against increasing odds. 
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► Not much depth io the game. 

► You can only move rows and not columns of 
the floor. 
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JAMMIN 

AniMfl/TaskMl £8.96 c»si. ioyitick oi kays 



Rankin" Rodney has to get logeiher four instru- 
ments in order lo get that groove sound He 
has to do ii amongst ihe garish moving colours 



AMSTRAD ACTION OCTOBER 19BS 77 



of the instrument dumping ground 

There are 20 screens made up of a patch- 
work of four colours. One frsttuiHeftt will 
correspond to each colour zone and has to be 
picked up and brought back to the centre of 
the screen where a triangle flashes to indicate? 
115 place The patchwork is arranged into a 
maze with moving bells of colours which 
transport you around until you want to get off 

Things aren't easy though stnee you have 
some non-musical enemies to comend with 
Bum notes will send your instrument back to 
the start if ihey get you while distortions steal u 
and play totally our of key Dischoids are the 
worst and if you mn into them you Jose a life 

Each screen has a time limit and if you 
haven't got all four instruments together you'll 
lose a life. The tunes change for each screen 
as do the mazes but each tune is best when 
yau've got an instrument since it plays the fuU 
tune with a drum beat, baas and harmony. 
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► Fantastic music with many different tunes 

► Garishly colourful graphics. 

► Novel gameplay and scenario, 
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► The colours and gameplay may nor appeal 
to alL 
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BINKY 

Sotiwor a Pro fee n, £S.*5 ctu d jofitick or hip 



This cross between Q*Bert and Painter games 
sets you rhe task of changing the colour of a 3D 
floor layout by walking over it There are 21 
layouts which have to be painted and the later 
ones require two or even three coals of paint 

You change the colour of a part of the floor 
by just walking over it and repeating the action 
if more than one coat is needed. The trouble is 
that the floor ls floating around in mid air and ts 
populated by some nasty little creatures. 

Binky moves quite fast and consequently 
you have lo be very aien not 1o run him off the 
edge of the floor where he will feii to his death 
The other dangers thai await him are little, flat, 
fed monsters bigger green monsters and 
some decidedly nasty killer ball* The flat 
creatures appear on the floor and after hesitat- 
ing for i moment move m one direction until 
they hit Bmky or run into ihe edge of the floor 
where ihey disappear 

Green beasts are altogether nastier since 
they home in on you They appear first as a 
stationery green circle with a number counting 
down on them Once they hatch they make a 
beeiine for you They can be slopped by 
running over them before they hatch or guid- 
ing to a hole where they fell through The balls 
are more intelligent sitll and will avoid the 
holes, making life very difficult indeed 

You aie told some nice cheat modes 10 use 
on the game but for me this seemed to spoil 
l tie challenge. 



Colourful graphics. 
* Fast reflex action 
► Ctever screen layouts and enemies. 
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► 'Official' cheat mode spoils the challenge 

► Frustralingly easy to run off edge of floor 

► Not a very original game concept. 
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ROLAND ON THE RUN 

Arniofi/Epictoft, £1.95 cass, keys only 



Roland is escaping from Artisoft (can you 
blame him with games like this) and ts stowed 
away on a tram You have to get hun and up to 
£54 others (big tram) off the tram and into then 
hideouts via some passing bnies. 

There is only one screen with a detailed 
scrolling background, a tram in ihe middle, 
tomes and cars going both ways on a road and 
the hideouts at the bonom You can control the 
speed of the train to match that of the first row 
of tomes and when a man on the train Dashes 
pump him onto a terry 

When a man m a lorry flashes you can 
lump him to lorries travel] nig in the opposite 
direction and from there to the hideout You 
have up to 25S lives and you loae one every 
time you miss a jmttp On tougher levels the 
traffic speeds up and slows down to make your 
task even harder 

fi 0 9 D NEWS 

► Excellent hi-res colour display 
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► Boring repetitive gameplay 
+ Stickmatt character graphics. 

► Timing of jumps lsh'i made clear. 
Graphics 
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SPLAT! 

AmiDrVlncBnlive, EB.% cass, foyslieN &r koyi 



Odd little game this with some good addictive 
touches and a high originality factor It takes 
place on a randomly scrolling screen where 
you control a four-legged crawling thing called 
Zippy. 

He appears in the middle of the screen {you 
can choose several background colours) sur- 
rounded by black pitches of ground and Utile 
sprigs of green grass The screen will start to 
scroll left right, up or down and if you run off 



ihe edge you are splaned. It will also change 
direction periodically so you have to keep 
your wflB about you 

While adding this nasty end you have to 
mn over the patches of grass until you have 
enough lo move onto the nejet and of course 
harder, level Your job m made difficult by the 
black areas which can delay you or nap you so 
that ihe scroll will get you. Wafer and other 
objects will also splat you so you have to be 
careful where you tread. 
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► Original idea and gameplay. 

► Great character set. 

► You're on the go 100% of the time. 
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fr- Graphics and sound are simple. 

> When you lose a life you always have to 

start from square one 
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CATASTROPHES 

Anuoft/AndruniB da. ft % casi, jcyslicfc or k*ys 



You've got to construct a building in the Worth 
Sea thai will stand up to everything the 
weather can ihrow at it You've only got a 
helicopter to do u with and a target ihai has to 
be met at the end of the day. 

The screen shows two already started 
buildings with ditts and a lighthouse beiund 
Two helicopters appear beside each building 
above a barge carrying a building block You 
have to pick up the block and place it on the 
building accurately or it will drop into the sea. 

Each block scores points and each extra 
storey scores more. The sun moves across 1h© 
screen acting as a time-limit and from time to 
rime the lighthouse will flash to indicate bad 



ARCADE 



ACTION 



FRUITY FRANK 

Kuma t'6 % cm joyiEick or k*ys 



This a variant of the arcade game Dig-Dug in 
which you have to go running around in the 
garden while being pursued by a very deadly 
group of monsters 

Your job is to colled up thr* fruil that is lying 
around - chentai bananas, grapes, oranges 
and more However you are chased by mons- 
ters who haw come out of a hole in (he ground 
or mutated from plums (hat drop from the top of 
the screen. 

There are also apples lying around and 
these can be pushed or dropped onto the 
monsters to kill them They can also crush you 
though Your other weapon is D bait which will 
bounce? around the oaTden,firaai'ouf sryjf? un 
til it tolls a monster or is caught again by you 

If you fill in the hole a green monster 
appears and it you frit five of ihFin to spell the 
word BONUS that's e*adty whai you <jt?l 
Wailing around too long [hough brings out a 
lethal strawberry who homes in on you very 
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weather approaching. Lightning storms can 
destroy whole columns while earthquakes and 
hurricanes may remove many blocks and 
Hoods will submerge the lower levels of the 
building 

You have four helicopters and will lose one if 
you crash into the ret plane that flies across the 
screen The game can be played by two 
players, one player against the computer or 
even a demo by the computer 



fc- Panic action as you try to meet targets. 
► Nice idea for a game 
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Repetitive game play. 
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ELECTRO FREDDY 

Amwjft Sotnpot. OM ecu, |ot*U tk or ki yi 



The popular subject of this game is redundan- 
cy and taking the mickey out of the software 
industry That's because the villain in this game 
is Uncle Claude of Sincrum Research He 
wants to increase the prices of his products 
and that means potential job losses (where 
have 1 heard that before?) 

You, as Electro Freddy, have to slop him by 
getting the goods out of the warehouse to the 
shops. The warehouse is a single screen with a 
conveyor belt running along the bottom and 12 
of one product scattered around the room You 
have to push the objects down to the belt while 
avoiding (he bespectacled Claude, who shoals 
spectrins and ihe oraca that occasionally fall 
down the screen 

There are fifteen lewis of four types of 
screen, two of which have a force barnei with 
a moving gap in it just above the belt Each 
level has a different produci. Claude can be 



m ► Fas and addictive action 
> "1 ► Excellent vinery of tunes 

► Stick graphics including 'wallpaper' back- 
, grounds 
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killed by pushing a product vertically into him 
while bonuses can be got by collecting a 
custard pie from the top right ol the screen 



E 



► Frantic action is demanded ■ you'll have to 
act fast, 

P Nice humour behind the game. 
+ The levels get quite lough 
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► It s only really a one screener 

► The game doesn't live up to the plot. 
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PUNCHY 

AnwWMr Micro. EMS cist, {dyitick or keys 



Hunchback has spawned many copies and this 
is one of them The castle has been replaced 
by a Punch and Judy stage, Quasimodo by a 
policeman and the arrows and fireballs by 
custard pies and tomaioes. 

You control Bobby the cop who has to jump, 
duck and plod his way across J 6 screens to 
rescue Judy from the evil Mr Punch The 
custard pies and tomatoes fly across the 
screen forcing you to jump over or duck under 
them. You have to jump gaps in the stage and 
use flying carpets to cross alligator pits 

On some screens a sausage mil fly across 
ihe lop of the screen and tf you can jump and 
catch three of them you can warp to the next 
screen or save them (or later use Inusiead of 
bonus bells you get bonus helmets for rocking 
the baby at the right of each screen. 



P Better than the original. 

► Addictively frustrating gameplay ajj you try 
lo get one screen further. 

P Colourful graphics. 

_i i o n ~T m i 

* It s still a rip-off copy 

► Can get TOO frustrating. 



GRAPHICS 


54%! 




I 


SOWCS 


?F&. 






GRAB FACTOR 


6£% 






STAVING POWER 


31% 






A A RATING 


ss% 




B 


A ft C A D 


E 


ACT 


1 O N 



OH MUMMY 

Amsort/GftRi, £6.96 can or fret with 464, kdys 
only 



Ancient Egypt is the setting and your task is to 
find the royal mummies inside a pyramid- 
There are five levels m a pyramid and each 
level ts represented by a rectangle containing 



twenty boxes 

-Each box may contain treasure, a royal 
mummy, a scroll, a guardian mummy or 
nothing ai all To reveal the contents of a box 
you have to run round it with the character you 
control, leaving a footstep trail Once you have 
discovered the royal mummy and key you can 
escape to the next level 

Guardian mummies will end one of your 
lives if they catch you unless you have found 
the scroll which will protect you against one of 
ihem. Completing all five levels takes you on to 
another pyramid 
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> Pleasant Egyptian music. 

P Fast reaction ganiepky on higher levels of 

game. 
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► Not much complexity. 

► No changes in the pyramid layouts or task. 
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THE KEY FACTOR 

Amiofl, £1.95 cau. keys only 



This is a sample little program that trie* to 
make you learn the layout of the keyboard 
while playing a game The game itself is all loo 
familiar with aliens descending (he screen to 
be blasted 

There are eight boxes at the bottom of the 
screen and in each one a letter or symbol, 
from the top of the screen aliens descend to 
try and break through the defensive wall 
above the box Pressing the key correspond- 
ing to ihe symbol in the box will fire a laser to 
destroy the alien 



1ZT 



► Colourful graphics, 

► Fast thinking and fingers needed. 



i> Interest wont last Long. 

► Wont teach you to touch type. 
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CODENAME MAT 

AmiofVMicroffMgi, fS % cass. poystick with keys 



Based on the classic Star Raiders, this game 
involves defending the solar system against an 
invasion fleet of Myons There are seven 
defence zones based around the outer planets 
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3D STARSTMKE 

Rt itoM 6hm. fi SS mi. joystick or ktf % 



and their moons, with Barih ihe target ai the 
core 

Your shields protect the ship agamsi enemy 
photon bolts while you have two photon tubes 
of your own thai fire both forward and back- 
ward You also have a tracking system whach 
switches views to face the object being track- 
ed Your baltle computer gives readouts on an 
objects direction and range 

The lortg-range scan shows you objects in 
the nearby space while the sector scan shows 
the area aiound a planet The solar chart 
dhows the whole system and the siaius of ihe 
Centurions systems 
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► Plenty of depth of control and game size, 
^ Even Lowe&i level is tough. 

► Tacucs required as well as fast blast action. 
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► Lots of key controls can be confusing. 

► 3D graphics areni that good 
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3D INVADERS 

Amsofl/Guirk Oiti. £8.96 c as s. jay sn ck or keys 



The grand-daddy of lhem alt has been reborn 
in 3D perspective but is still essentiatly the 
same game Invading aliens are formed in a 
wave above your laser base and gradually 
descend the screen towards it 

Your job is to shoot them before they reach 
the ground or destroy your laser base with 
their own fire. Your base is placed on a gnd to 
show depth and each horizontal grid line is 
directly beneath a row of aliens 
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* It's a nice cassette cover. 



¥ It s slow. 

► It s old and unoriginal 

► The graphics and sound are poor 
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SPACE HAWKS 

AfflHWEhirtll. £S.» cftti. (optic It or fcsyi 



Remember those good old days knocking 
down waves of Galaxians' 3 Well thats what this 
one's about although it's got some new touches 
of its own. The waves come in eight varieties 
and they all bunch together at the top of the 
screen before some atari swooping down 



towards your base at the bottom, 

The aliens can be shoi on iheir way down or 
in formation but Ihe latter method releases an 
indestructible piece o( debris which you can 
shooi ai for points or iust get out the way, There 
aie eighl levels ol the eight formations and as 
things gel tougher a space-mine appears 
which must be avoided If you shoot it it breaks 
into four deadly mines 



E W 



> Challenging blasting against hordes of 
enemies. 



► Single shot tiring - dined or rapid fire 
would be better. 

► The overlapping graphics and explosions 
aren't up to much. 
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LASER WARP 

Am»dlVMikro Gam, £3 .1*5 1 at i, joystick or kayi 



Conquering the master is ihe aim of this fast 
action game and its done with those familiar 
led, right and fire controls There are len 
waves of aliens to overcome, each with its own 
characteristic attack form 

The tenth wave is where you must defeat the 
master, who aits at the top of ihe screen behind 
a shield and moving force-wall You have to 
avoid or shoot the constant stream of aliens 
while trying lo shoot through a gap in the force 
wall so as io chip away at the shield. Not an 
easy task. 
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► Smooth colourful graphics. 

► Some really tough waves with interesting 
patterns. 
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► Ten waves may not be enough. 

► Collision detection ifln'1 perfect (youll be 
grateful though). 
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THE PRIZE 

Amiatt/Are«do Software, £(.SS esn, |cy stick or 

In* 



Based on games like S/iamus and Berzork ihis 
one is set in a multi screen maze filled with 
murderous aliens. Your mission is to get 
through four levels of maze to ihe chamber of 
Midas whore some secret is kept 



This ls an outstanding vector graphic shoot -out 
featuring four testing stages on your way to 
destroying enemy control bases based jn 
hollowed-out moons 

You start m space where your Starstnke 
ship is being attacked by trades of enemy 
craft You look out through ihe cockpit with 
your shield and taser strengths and your laser 
guns clearly visible 

Surviving una stage will take you to the 
moon' surface where defensive towers can be 
bbsfted bui again can shoot back Hitting 
enough lower tops will bring a healthy bonus 
Nexi you're into the equatorial duct (trench) 
where you haw lo dodge catwalks and des- 
troy fireballs and wall emplacements 

At ihe end ct the duel you have to shoot 
two reactor pods, allowing you to escape and 
see ihe instruction of the enemy moon A 
massive bonus is teceived for completing the 
mission Bui then its back out on another 
harder one 
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► Fust, colourful vector graphics. 
p- Convulsive shool -'em-up action. 
fr> Four different and taxing stages 
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eight directions in search of the code pods that 
have to be collected in numerical order to take 
you to the next level Once collected you go to 
the base marked B lo progress Other bases 
are the energy bases and power plants that 
give you immunity and extra laser bolls re- 
spectively. 
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* Cokmiful action. 
Difficult fast action, 
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► High frustration factor. 

P- H lasting robots can gel tedious, 

► Original it is not. 
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MOON BUGGY 

Anirog. t?M ciu. joyiticlc or keys 



Based on ihe arcade game Moon Palrol this 
places you in ihe driving seat of a buggy on ihe 
surface of the moon You have to survive ihe 
rigours of the terrain and alien attack 

Your buggy drives left to right with a 
moonscape in the background. In the first zone 
you Will encounter three types of hazard 
On the second another hazard appears an 
animal thai has to be leapt over F'rom there 
things fust get tougher and tougher 
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► Smooth scrolling. 



_ 
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* Gertirvg used to the control of the cursor 

isnt easy 
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^ Fast reactions needea 

► Tough zones are hard to get past 



► Hardly an original game. 

► Dying al any stage of a zone sends you back 
to the sian 
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BRIDGE 

Kuflii, key* onlr 



This game actually allows ygu to play bridge 
agtt&sc a computer opponent who controls the 
three other players You play 'South and start 
the dealing far the first hand 

After dealing the bidding starts to see which 
pairing will Jbrm a contract for the hand The 
computer calculates the points in lh<? hands it 
is controlling and bfds acooidmgty 

Once the contract m settled you play Ihe 
hand. If your hand ends up the dummy hand 
you play your 'pannai's hand - you dent jus* 
have to sit and watdi The play js as normal 
wish the computer automatically playtng a card 
when you have no choice 
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► Provides much of the tactical skill of bridge. 

& You actually pky the computer - Us not just 
a card controller for four players. 
P- The bidding and playing appear to be of 
good standard. 
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+• LruuaUy complicated if you haven r played 

bridge. 
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ANIMATED STRIP 
POKER 

Kjiifhtwft, £1.35 cats, faty* only 



You play for £ 3 50 per piece of clothing with the 
obvious aim bemg to strip Mmdy - not too 
difficult since she only wears three items or 
clothing Its quite a good game of poker with 
reabs&cally random hands and a reasonable 
opponent until she starts bluBmg The strip 
awmalson wouldn t excite anybody, but then 
us the compel u ion that counts isn't it? Wharf- 
dye mean, it isn V* 3 



Adequate graphics, animation and sound 
Plays reasonable poker. 



& It's appallingly sexist. 

► Once you've seen it all once, not much 

incentive to play again. 
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MASTER CHESS 

AHMft/Mlkfo Gon CB fS tass. keys onFy 



This chess game is for only one player against 
the computer and has ten levels of play There 
is an opening book of six ihousand moves and 
Then computer can be interrupted at any time 
while it's thinking to play its current bean move 



You can change the colour of the board and 
pieces ami modify the board to set up prob- 
lems (or cheat). You can also bad and save 
games which is handy for the later levels of 
play where the computer can take some ume 
to respond unless (breed 

j fl D D HEW V 

fr- Plays good chess 

> Reaction ume can be varied for quick easy 
games or long tough ones 
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Very basic graphics. 
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CUBIT 






AmwWMf Mi- re it 3b 
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3D noughts and crosses on a 4x4x4 cube 
where you have ip get a row of four pieces 
before your opponent does You can take on 
another player or the computer, which plays a 
really lough game. 
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► Absorbing mental challenge. 

^ A formidable computer opponent 
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► Even 3D noughts ami crosses will get 
boring. 

► Cursor control is a little odd. 
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SIMULATION 



ROLAND GOES SQUARE 
BASHING 

Anuofl/Ouilll, £ti,35 ca» r joyificJi or keys 



This curiously -tided game is a 3D puzzle 
where the old square himself has to make his 
way around a maze of blocks, eroding each 
one as be goes so that no blocks remain 

There are 20 layouts of blocks and Ehey 
weave their way around going under, over and 
behind each other. 



1 I 




► It will i&ke a long lime to complete. 



1 1 
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► Bad 3D mikes it a matter of trial and ertor 
rather than intelligence. 
P- Slow control when changing direction but 
loo fast when moving in a straight line 

One little mistake and you've got to start 
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AnitoftfPtiiltrn. CI 95 can or fm with *W, ktyi 
only 



This word game is a cross between hangman 
and a crossword You have so guess woids in a 
crossword layom one letter at a time 

There is a maximum of five words in a 
layout which js displayed on screen as dashes 
On the right of the screen are all the letters lhai 
appear m the words You have 10 place I he 
I ---isis in ihe blanks, scoring point? for each 
succesftil choice. 

■ ■ I fl HEW % 

► Can be challenging enough with a wide 
vocabulary 
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► A fairly simple game thai you may tue of 

► Early guesses of letters are pure hick - a 
clue would make rhinos more interesting 




GATECRASHER 

Ajutofl/Eiopil. fMM esss. joystick or key* 



A straiegy/thinking game with seven levels of 
increasing difficulty in which you have lo drop 
barrels through a maze of gates into nine 
bows. 

The barrels appear at the top of the screen 
being poshed by a well-animated man The 
maze is below, like tunnels ui I he ground, and 
can be scrolled up and down to change ihe 
layout of the gates The barrels bounce down 
through the gates, switching them as they pass, 
to the boxes at the bottom 
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► Requires some brainwork 

► Nice animation on ihe barrel roller. 
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► Basically a simple game. 

► Not enough variation in lasjc 
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MANIC MINER 

Anwoh/Softwur* projects, fS.95 caw. ]Qysli ck or 
kffi 



This is the nearly original platform game in 
which you have to guide Miner Willy through 
20 screens of mayhem, Each screen has a 
number of keys or flashing objects which you 
have lo collect to unlock the exit door 



The robots thai bar your paih all follow 
regular patterns and are m such guises as 
mutant telephones, lavatories and blinking 
eyes The platforms you have to make your 
way around also come m various forms like 
conveyor belts or collapsing floor* 



Not very anginal 
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► Smooth graphics and animation in pleasant 
four colour mode 

► Addictive platform acton 







■'■'.'■'"•COC 




somes 






.-.V. 


G MB FACTOR 








STAVING POWER 




pi 




A A HATING 


64 m 







Musjc and sound effects may annoy 
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PLATFORM-GAME 



MR WONG'S LOOPY 
LAUNDRY 

AmiattArfk. £195 c«u r m* nek Of keys 



You have to get all the laundry down the 
laundry chme but you can only do it one piece 
ft! & time and you've got some crazy equipment 
afler you. The chute is at the top right of ihe 
screen with the clothes strewn around ihe 
levels thaT occupy the rest of ihe screen 

The levels are connected by ladders and 
completing a screen lakes you to a new layout 
of ladders and cksthes You pick up the clothes 



PLATFORM 



CHUCKIE EGG 

A n F. £7 90 can lorsticfc or k«y* 



G A M E 



This classic platform game has £56 levels of 
mcreajanq difficulty which ar<> liable to make 
lfrf j sanest person crack All you have to do is 
colled egqsi m the farmyard - a nice peaceful 
counlry occupation - but this om will beep you 
coming back in sheer eggsasperanon at its 

Each screen is formed of platforms ladders 
nxti sometime a lilt system, where twelve 
eggs and piles of com are left lying around 
You play a little tat guy who has to ptefc up all 
Ihe eggs and gel the corn to boniwea You can 
walk around jumping gaps and bouncing off 
walls bar haw to avoid the Ihree dangers that 
inhabit ihe hen house 
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to bm tough to maxter. 
► Some well^designed 
tjgg positioning. 
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► Simple graphics and i 
* No variety m what yw haw » 
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^ Ptertty of levofi. 

Addk*ra» g*nv> p Uy that is easy to gel 
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GAME 



SIR LANCELOT 

M «! tavmt H ou n . ££ f5 c ill . j or its c k oi keys 



This is a 24 screen platform game of the 
"collect the keys" variety As ihe gallant Sir 
Lancelot you stan on a screen where there are 
magic Hems When you walk into them Lhey 
transport you to another room 

In, each subsidiary room there are several 
(lashing objects you must collect. These are 
placed around mazes, platforms, monsters and 
other devious locations On each screen there 
is usually only one possible route to get each 
item and this always involves qood timing and 
fasi leactJOns. 
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► Enough tough rooms to keep you busy 

► Addictive platform action. 

► Access to any of ihe 24 screens. 



► Not rnucb game sound 



by running over them and deposit them one at 
a tone down the chute When you move you 
continue in that direction until you tui some- 
thing or change direction 

On the first screen an iron and soap suds 
are after you and later a bag of washing also 
starts in pursuii They are al! fetal to touch and 
tend to tome m on you trying to trap you in a 
dead end You do have some starch to (reero 
them but it is a limited supply and refills don't 
appear for very Jong for you to pick (ham up, 

I D OP HEWS 

► A careful eye and fast acnon required lo 
avoid getting trapped 

III MEWS 

► Simple task becomes repetitive 
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A rapidly expanding range of 
Entertainments and Application 
Software for the Amstrad CPC 464 



micro-computer featuring: 
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KUBUS 



Draw pictures using sophisticated circle 
ellipse, line and box drawing facilities with 
full use of all available screen modes and 
colours. This superb graphics program 
indudes Fast Colour Fill, complete Screen 
Scroll (all directions) and the ability to save 
and load completed pictures to tape and disc. 

Other titles include: 

Star Avenger, Galaxia, 
Fruity Frank, 
Zen Assembler, Music 
Maestro, Rack Raid, 
North Sea Bullion, 
Stock Control, 
Datafile II. 

Books: 

• THE AMSTRAD CPC 464 EXPLORED 

by John Braga 

• ZEN AND THE AMSTRAD CPC 464 1 

by Ian R, Sinclair 





SHADOWi 
OF THE ^ 
BEAR 

ARGON AVIS 



Visitors wishing to call 
at our Pangbourne Manufacturing 
and Distribution Centre are advised to 
*phone 07357*4335 first for an early appointment 

Kuina Compufor* Ltd,, Unit ^2 m Horuthoa Park, 
HoriMhM Road, Pangbournft Btf rki HQS 7JW, 

Pfesse send fuit cataiogu& on Amstrad CPC464 | 

products. 



Name w 
Address 



I 

I 

/ own an Amsirad CPC 464 computer £J J 
te Enquiries Phone 0735 7-4335 J 



....... 

...... Phone, 





What an offer!! 



Unbelievable! I 



Amazing!] 



OK. so you re not into special offers Seen it afi before. And besides, it s so 
much effort getting out thai cheque book. 

Fair enough, don't read any further and you won I ever know what you 
missed I mean it's only a couple of free Ocean and Imagine games we re 
talking about here. A mere £17 90 worth of state-of-the-art software for 
nothing Not worth a second look. 

WeJI, just m case you are a teensy-weensy bit interested \el me tell you 
some you some more, The thing is. we want you to subscribe to this 
magazine. It makes for a more permanent relationship We don t lose sight 
of you just because some bone-headed newsagent didn't order enough 
stock one month. And you don't have to go trudging the streets in search of 
a copy, it just plops gentfy onto your doormat. 

Very nice, of course, but wouldn't it be even nicer if you could also have 
a parcel plop onto the doormat containing two Ocean/imagine games of 
your choice? A quick glance round this page should show you just how nice 
that would in fact be Pretty nifty software, eh 7 

Well, that's exactly what will happen if you take out a 12-month 
subscription to Amstrad Action - two games of your choice, selected from 
the range on frite page, will be sent to you completely free Isn't it 
am-m-mazing?? They're actually worth more than the subscription!! 

The kind-hearted (chamsaw-weilding) bosses who run this magazine 
swear blind to me that there's absolutely no catch Just send us the 
completed form on this page together with your subscription fee of £15.50 
(includes postage and packing) and we'll rush the games to you 
straightaway and make sure you receive, hot off the press, the next 12 
issues of the most exciting* it says here, publication in the known universe 
Yeah! Go for it!! 




Don't 



mi » the Actio* 



Blurb Odri&r*' 
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"YOU MUST BE THE BEST 
SOFTWARE FIRM IN THE WORLD" 

(L. Hallard, London) 



FOREIGN ORDERS WELCOME, satislieij tuslomers ifi over 40 countr ies for I years UK price* include VAT export price* are the iame, p^u^ p&p. Pay 
by sterling cheque , bank draft or postal order, It's faster to order by phone from any counlry wflfi youf VISA, E UROCARD, MASTERCARD, or 
ACCESS. Call QVm 8546, 24hrs, (After 30/<MI5> call UT-04& 9*™ WE AiWAYS TRY TO SEND YOUR PROGRAMS ON THE DAY WE GET YOUR ORDER, 
that's why it's called Speedysoft! All programs normally in stock. Faulty tapes replaced immediately. BIG FREE ILLUSTRATED CATALOGUE Wl TH 
EVERY ORDER WITH DETAILED REVIEWS, LOAD TIMES, ETC, Send £1.130 (refundable) for catalogue only. 

TASWORD 464/664 

look no further ...in exceffem program. " (Crash} ^fxptjuned ww> r Apjn fc th 
excellent seif-teachtng tutorial* . . J comptebetrtive and u*er*trtendfy package 
for both home and professional use ... highly recommended rffCWJ 
TA5WORO is rhp bid word processor far your Aro*tr*d. Impmfivr hit ol 
features and helpful manual. tasworl? imO (dh*k) version includes NEW 
i nail mew facility for personal l/mg standard If tiers and u*« larger memory 
wpll N^M- k iTjsrrwm CASKltl DIU 



The CODE MACHINES? 

suijght comparison with the Artisoft DfVPAC. program The Code Machine is 
raster lo use* and has extra features/* IHCW) The ioHfM and ihe a^frnhit+r tan 
be uMtd ^rpttately, or bmh Inacfrd mco m-pmory together, giving direct jcc<*i> to 
each other. Huth programs are relocatable lo allow ttfeffllJ ROMS »r RSJU lb 
rrsprve memory space. You can bat k up ! tip Program to DISK or TAPE. If you .mi 
writing machine-code, you need this. It's simply the hem. Mo Slick, (Picturesque) 
CASSETTE £1*95 

The RING OF DARKNESS 

tvery spire byte of memory has been used in creating the Urge praymg area 
and complex plot ... the tO dungeons held within thv Xing are amongst the best 
I hive seen and y<*u gel much, much mure besides ... a deservedly popular 
pntgram that gives you a hi for your money. " tPCWI The most impreitve 
adventure tested. rr fYrCompt "A rich* tantasttt tabteau H itoffl undoubtedly 
like many hoot* to MM." fPCN) Famous graphic adventurr No Stick. 
Winters**!! AbA- CASSETTE £9,95 



ALIEN 8 



far ahead ut any nflW game* technology ... I suggest 
hprlc fftt> /anuly «Jwr arctf rtr*ii our lo buy it 
immediately. (AmUsrl 'Requires absolute preositm and split-second timing 
completely different to Knight i ore and much more difficult. H (SProgs) Slick OK, 
iUl^male.) 464. CASSETTE 



MINI OFFICE 



"Quite exception*! value ... the first 
affordable program suite ... I strongly 
recommend beginners get tht* first. " tPCfsl^ 4 programs on one lap*?, jll making 
wilhfpson-cuFnpjEibli | .j WORD PH(X F5SOK: IMTAflASE:. SPRt ADSrllET: 

GMfHKIS. The perfect introduction to these classk programs. No Slick. 
(DfttJttJ**) 4M bb4, CASSETTE £5.95 



The ROCKY HORROR SHOW 

"The mirMtm to in accurate teproduiiton of the fifm's sets ami -r% mhahitanii. 
are vaslry recogntMble and behave to character, even speaking tines that every 
Rocky fan witi know by heart." {PCW) "look* good, sounds $ood and is very 
addictive .. /u*r tike the show itself." tC&Vitt Grcai Stp< k OK. i.("Rn 4b4. 
CASSETTf 



MASTERCALC 464/664 



"The easiest 
program of ill to 

u\e . ihp rnanuat i\ by f.u ihr* bf*t. " fPt Wt -'There it ,1 prtttr*Munaf twlatNJui tl 
which mikes if *l*nd out from the re§t/ h (PCffr The perfect, spreadsheet tor the 
Armirad. All rnftodt* Up to l r 000 evil*. 0 - 7 dprirnal place* Vanjbk' tolumn 
width lnsert^rj*e <olunin/row. (jRAPtflt BAR CHARTS. Hi-fH screen copy with 
Epvin.<ofnp4ltble pnnten. No Stick fAmtoHt 464^4, CASSfTTE 124,95 m&K 



BEACH HEAD 



r Speclacutif sound and graphic* bring 
amazing realism ... the most reitiitic 
*hcfOt-em-up I've pver come acrim. " (PCO "A muin-w rem aft ade game lhat u 
very clone to being perfect ... graphicalty, it is astonishing. " (PCW) A whote war 
nn nni- Upi- 1 Demn. li (Mlferem battles. .1 hkHI (evpl*. SAVE Hill of Fame. Siitk 
OK (US Cold) 4b4.hh4 ( 'ASSET T[- £9.1 1 



MASTERFILE 464/664 



"A reit iindmark in 
terms of ouifity and 
ptttr ... without question the best ... presentation /* superb ... well'written 
manual makes feiming the program very easy- (PCW) The most ffextbfe, mo*t 
sophisticated Ming sy* rem you witf find for the CPf.-i6+fiM All m/code and now 
with relational files NO STICK tAmsoftl 464*64. CASSETTf £24.95 OI5* I2rMS 



KA I IVJ P D ■■'■^''n''e^rfuul*le-^veel, my *on. In terms of the way tt 
nfl I IN L/CK ffflrvls fr*t fc TV program and placability* the gim^ n 
better than anynnr luutd have hoped tor arid being ahte to type m things tike 
leave Kouf, squire' h bris*."{PCM "A good game, based on an etceHent series, 
ejceffenrrV animated." {HCW} "There is » great deal to thi* game, a fot must be 
fearnt about the Manor' and the characters within tt if yon are lo hive a hope of 
making attu*t (Crash) No S|i<fc iDk'tronktl 4M664. CASSETTE 



DUN DARACH 



"A 'luperh game ... definitely a strong 
contender for game of the year ... the 
imnhtlion is 1 fantaslit , one of the hes-t-looktng garnt*s around \i rush} Uiritd the 
younff Cuchufunn around ihe mediaeval city ol Oun Danch lo seek loeg the 
chanoteer. IrKnunler II brilliantly animated r ha rafter* f>nmfj. ^ tEwnm and 
keys. Great graphic adventure No She k. {Gargoy lr>h 444. CASSETTE £9.9S 

The TOMB OF KUSLAK 

Over 244) kxations In Ihi* realhmt 1 graphic advpntyri 1 . r > skill Irvelh arid, 
unu*ually, the *peed i* conlrotlaMe at any limp, so you can stow down the tights 
and speed over famrlrir bit*. 4-window *t r**en with a 3D view ahpad, crpaturp 
encountrrird, possesion* etc and message window. Very gripping adventure that 
i* fun lo unravH. No Stick. (Intrigue! 4*4, CASSETTE £7.50 



COMBAT LYNX 



■Probably the moit Comprehensive 
rr jlttme battle simulation program 
ever written for a home computer ... it Is worth every minute." iPCD **if you 
want a compfitt, f hatlenging, strategy game, ihen this is i must." <HCW) 
Air-to-ground batlie srmijUtion as you ily your I ynn heflropfpc . Realtime fomhai r 
a pamf can latt S hc]ur* r 4 *kii1 tevel*: 30 re-definabie command keys. SAVE 
HI-SCORE TAB1E. Slick OK. lOigilal} 464^664. CASSETTl: ^£« 9S 



FIGHTER PILOT 



'THE HYING IS fHt HI S I I'Vf COM[ 
ACROSS ... it wins too on graphic* 
and Instrumentation/' fPCG'y "The game with the most ptayabitity and the 
longest -lasting appt'di I Uinc played on the Amslrad ■ ■ month* of Hying here " 
(CvXj} "A superb lUght simulation s+ith full instrumentation and marvellous 
moving horiion cockpit wews. " fCompChl Stick OK. (Oigiiah 464/6M. r ASSf FT I 
EflS^ 



VISA 


SPEEDYSOFT 


EUROCARD 


ACCESS 


01-78 ( l 8 »4(» (24 HRS) 


MASTERCARD , 



POST TO: SPECPVSOFT <M*«uh 

57 CHURCH ROAD, LONDON SWI 3 9 HQ, ENGLAND. 

For CATALOCUf ONLY, send £1 cash. Relunded with your first order. 
I own an MSTKAO 4W.'M»4. i one lose i chequi^PO payiblp to Spwdysolt 
OR chjf^e my VlSA/ACGSS/EUKOCARDfMASTfRCARD 



: no r rm m~n mm ma 



B Signalurer Expiry Dale 

■ Please write clearly, If we can'l read i\ t you won ! gel (t. 

a Address: 

J Postcode: 

PHONf NO: if any, in case of query 



Program Hme 




Price 






































PoMa^e & Packing UK add 75p per order 
Europe ADD 11.00 per program 
Ou^tde Europe ADD 11.50 per program 

Total Order 
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PLATFORM 



GAME 



THE SCOUT STEPS OUT 

AffltoWHfl Software, {MM ctn r joystick or kwf% 



The scout lb dressed, m woggle. baggy shorts 
and silly hat in a very novel game at a scour 
camp His task ls pretty difficult to pin dawn 
(what ARE scouts for 9 ) but he has to collect 
badges, mushrooms and seaweed amongst 
other things from the screens ih&l surround his 
camp. 

He starts with all his mates enjoying some 
camp fire music where he stocks up on 
cornflakes to 0ve him a maximum nine lives. 
From there he has to fcUcw an anew off screen 
to the start of h*s journey The arrows and 
[adders lead him lo a succession of platform 
type screens full of interesting effects, 

There are of course posses of ant]- 
soounng creatures after him and while some 
travel in patterns others home m on his 
presence The aetfscreens have an interesting 
effect whereby you float to the surface unless 
you can cling to some weed or a chain- 

You can return to the cornflake bow! to 
build up your Lives but on hard screens it is 
easy to lose them very fast 



— r 



► Distinctive and attractive screens and 
animation 

► Gbod music on start screen and sound 
eSects 

► interesting platform variant 

► Great sense of humour 



J » 



► Control can be fiddly 




L A T F O R M 



GAME 



SHORT'S FUSE 



An appropriately named game because the 
frustration fiactor may well put your temper on 
a short fuse It is a platform game in which you 
have to collect the plunger -like detonators 
before a bomb can blow up a famous monu- 
ment 

You start al the Ttaj Mahal where a 
number of detonators are dotted around the 
plan of the budding. There is a bomb with a 
fuse fizzing and you have nine seconds to 
reach each detonator after getting the pre- 
vious one If time runs out or you jump into rhin 
air you lose a life and have to start with aU the 
detonators back in place again 

There are five different sites including Big 
Ben and the Eiffel Tower and each one has a 
different layout of platforms, .ropes and 
hazards. The screens consist mainly of solid 
ptejfcrma dissolving floors, deadly spiked 
floors and a moving lift. Your character has to 
ji^np aboul with remarkable speed to gel so all 
the detonators 

A code will access each of the five 
screens or you can try to play through all of 
them. The jumping control is incredibly sensi- 
frve which means you need to be constantly 
aware of where you're going to jump to and 



thai you don 1 hold Lhe fire button down. 
E D D p hews" 

► Good detail on buildings 

► Good reactions and fast movement needed. 



1 T 
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► Little use of colour 

► Frusirahng gameplay 

► Not very many screens 
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GHOULS 

Micro Powtf , thM cm jfffitick gr kgys 



TTiere are only four screens to this platform 
game but rt is much fester than games like 
Aferifc Miner with each screen being diaboli- 
cally difficult to complete On each screen you 
have do get your Pacman-lifce ghoul 10 the top 
nghi of the screen gobbling dots and power 
jewels as you go. 

Movement *s very fast which makes jumping 
over objects a matter for great precision This 
combined with the Sac! that us very easy 10 get 
lolled means you re likely to get through a lot of 
games very quickly 

The first problem is that it is very easy to 
mistime a jump off the edge of a platform, while 
felling from even quite low heights can prove 
fatal. This ls nothing, though, compared to the 
difficulty of timing leaps over such horrors as 
spiky mats, which may cause you endless 
frustration. Another hazard is a ghos: that 
slowly homes in on you but can be disabled for 
a while by getting a power jewel Other 
features are moving platforms, expending 
walkways, bouncsng spiders and springs to 
propel you up floors 

There is a time tout for each screen which js 
converted into a bonus if you complete the 
screen or kills you if it runs out. If you can 
complete all four screens you geE a bonus life 
but just doing one is achievement enough. 



t 



► Fast rftfiax action, 

^ Extremely lough screens. 

► Good sound effects. 



► Incredibly frustrating 

► Not many screen* 

► Timing is very difficult. 



GRAPHICS J? 
SONlCSg 

grabTactoh I 



STAYING POWER 



A A RATING 



67% 



66°* 
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JOHNNY REB 

LotfMontn. Ef M ciw. h*fi only 



Agamsl a backdrop of batter civil war two 



Union and Confederate forces meet across a 
nver divided battlefield in a fight to capture 
the oppositions flag 

You can be either side and can sei a time 
limit on the length of the game if you wish. 
Otherwise you fight until one side is destroyed 
You have three types of unit: infantry, cavalry 
and artillery and you can have up to 20 of each 

The units will be positioned on a map 
which will also have a river running vertically 
wiih a bridge across it and areas of marshland 
and forest where the units cannot go, 



► Vanabihty in game lime and complexity. 



I t 
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> A wax of amnion rather than tactical skills. 

► Simple graphics and sound. 



GRAPHICS S 
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SONIC 5 ff^ 
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STAVING POWERED 
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REDCOATS 

UfeMen P £635 Ctti, kays only 



Set in the Amencan war of independence this 
war-game recreate five battles from that time 
or lets you create your own. Each battle is 
berween the redooated British and the blueco- 
ated yankee upstarts 

Each battleground is a single screen on 
which appear four types of unit for either side 
and three types of terrain 



e i 



N E W I 



► Different battle scenarios and editing 

► One of the easier war-games 10 play. 



Battles are too uncomplicated. 
► Graphics aren't vety good. 
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STAYING POWER 


41% 
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SPECIAL OPERATIONS 

Ltiftilorion, EG.9S casa, kcyi only 



Towards the end of WW U you are given the 
lob of leading a squad of (bur other men in a 
hazardous raid on a complex deep m enemy 
territory where a devastating weapon is being 
developed. Your fijsi tasjc is to choose your 
exact objective of the seven available Then 
select your team and the skills they should 



Once at lhe ootnplex they may only have 
lo photograph it or at the hardest level 
penetrate its underground tunnels and dtscov- 
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er the secrets of ihe weapon Once your 
mission \s complete you have to make it to an 
airplane thai lifts you to safety 

III! H I W S 

► Plenty of variety of usfc ud problems. 

*► Novel idea of skill use and game objectives. 

IIP H [ W I 

► Crude stickman graphics and displays. 

► Too much emphasis on fighting panels 
rather than ihinJong 
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BATTLE FOR MIDWAY 

PSS, ft.|5 cam. iarstick with keys only 



You can recreate this famous Pacific au and 
naval battle from the second woiJd war and 
probably manage lo change the final outcome 
You control five basic units, two aircraft earner 
forces, two search units and (he island of 
Midway itself The Japanese are The opponents 
■md control three fleeis of ship& 

Attacks are shown on screen where you 
can use a deck gun lo shoot aircraft if you wish 
Naval attacks are also shown on screen but are 
always disastrous for the US forces 

I 8 B B HEW j_ 

i> Accurate repioduchon of events. 

IV Quick thinking and command needed 

► Different levels of play and speed altar (he 

' ■:■ !>?cjuifed. 



II 
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► Not too difficult to win 

* The Japanese are sbghlly loo predictable. 
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WAR ZONE 

COS, f 6,15 cm, kayi only 



A battle is about to take place on a tune sector 
area competed of 900 grid squares Your force 
of between IS and 150 units has to take on the 
computers identical power in a fight for 
supremacy 

The screen can display any sector with 
your forces in it and this shows the terrain 
features of plamland, hills, roads, woodland 
and minefields These affect the movement 
potential of your units and also their ability to 
attack Artillery and tank units can fire at 
enemy units in range and out of cover while 
infantry units can move fast and engage 
adjacent units. 



T 



D 
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► Long tactical battles are possible 

► Instructions and options *re limited to 
necessities 



i r 



► The computer"* turn can leave you with long 
periods with nothing to do. 

More knowledge of units fighting strength 
would be nice. 




PILOTING 



M U L A T O R 



FLIGHT PATH 737 

AnifGfl, Cf -95 c*s». loyittci or k&f% 



You're at the controls of a commercial airliner 
and your task is to safely take oft cross a 
mountain isnge and land on the other side 
The display shows your cockpit view of the 
horizon at the top of the screen and your 
instrumentation at the bottom 

On higher levels you also have to contend 
with shorter runways, croeswinds and engine 
fires which have to be put out You only have 
enough fuel for one attempt at a landing 90 
even the lowest level of piay can be tough If 
you crash you are told why but a succesful 
landing will bring a points score to indicate 
how well you did. 



{ 



CalLs for perfection in your flymg 
a* A lot to do in a short time 



► Trying to achieve perfection can be un- 
necessarily frustrating. 

f> Semen update is slow 

► Horizon doesrfi tilt- 
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PILOTING. 


SIMULATOR 



MYRDDIN FLIGHT 
SIMULATION 

Horrid in Scftwire f 1 1 9$ toss, | ova tick with keys 
w ktyt 



This simulator js different to others m that the 
aim of flymg isn't to shoo: things down but to 
scout the landscape tn search of some three 
dimensional geometric shapes in different 
colours 

Ihe display is split into two halves, the top 
one showing the cockpit view in aU yellow and 
the bottom on* your mstniroeotaoon You axe 
flying a Dingbat, which can be one cf 16 skill 
levels, on a large mapped area (a chart is 
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COMBAT LYNX 

Dti'tli f! can ioyitict wiftt fctyt 



You re in charge of a Lynx helicopter and your 
fob in this omulaiBr is lo protect your bases 
and yourself against enemy attack by air and 
land Your vmrw m twm aua&de the copter bm 
with full indfrumencaiiofi and 4 bit more be 
AIM 

- You start at ba» one where you can equip 
your crafl with sot typos of weaponry on a 
rotating wire-frame drawing When ready you 
von take oil and start to mow over the scrolling 
3D landscape Contours show the undulations 
of the ground which is dotted with houses, 
trees and miliary vehicles 

fhf* play area is an enormous map and if you 
access it it will show up enemy and friendly 
units There are several types of unit fighters 
who are fast and deadly behoopters tike 
yourself tan*s. brir.-j, and -jun emplacements 

Yom sot Wi^apons ate suitable lor diferent 
targets but trips to base 10 rearm and refuel 
are often necessary The chopper is equipped 
wirh height sp*e<i temperature (ueJ and 
enmpass gauges plus Nullities for computer 
readouts on 



► Brilliant 30 graphics 

► Enormous playing area. 

i> Difficult taak. satisfying when you improve 
Tsmfic range of options and details 



I I I 
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► Might be too complicated to start with 



provided with the game} 

t ■ ■ I i 



► . 3D vector graphic shapes in sfiveral col- 
ours. 

■V Reverse Dying option allowing you to turn 
160 degrees instantly, 



I* Screen update is slow 

f> Once you've ajussed landing and seen the 

objects, it may pail. m 

> The pn«? 
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PILOTING-SIMULATOR 



HUNTER KILLER 

Jbnsolt/7 ! f t>r#tV n f5 cast. laftDca with key s 1 
itri 



Set during the Second World War, tins sub- 
marine simulation faces you with the task of 
patrolling an area of sea in your S type 
submarine and sinking any German subs you 
find there You play using three basic screens, 
two showing your instruments and charts and 
one your periscope view 
When you access the periscope view this is 
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JET SET WILLY 

SottwBffl Projects, ffl.95 cess. j| n y stick or keys 






where the action takes place since you have to 
get the target sub directly ahead of you and on 
•h collision course with any torpedoes you 
launch. You face danger from the other sub. 
coastal mines, spotter planes with depth 
charges and destroyer^ 



w 



T 
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► Plenty to do as you control the sub. 

► Not an easy game, bin rewarding if you sink 
something- 



III 



► Confusing trying to watch several gauges eli 
once on separate screens. 

> Only one type of vessel to sink. 
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PILOTING'SiMULATOR 



JUMP JET 

Jbiirog. £9JS cisi dish, (fivsnck with keys 

or Itffft 



"fins game was written by an e*-Harnei 
lump- jet pilot and puis you at the controls of the 
jet on board a naval earner. Your mission is lo 
track and destroy enemy aircraft wuh missiles 



before they destroy you. 

The bottom half of the screen always stows 
your instrument readouts of radar, ajlimde. 
heading, ftieL time, artificial horizon, power 
speed, missiles, undercarriage, flaps and ver- 
tical take off nozzles. The top half starts as an 
overhead view of your plane on the deck 
landing pad and once in the air switches to a 
side on v^ew of you over the carrier. 

Clear of the carrier the view changes to the 
sea with waves breaking and clouds overhead 
An enemy plane appears on the radar and you 
have to lock onto km until he is in sight and 
then bring him down with a missile before he 
gets too close and downs you 

6 0 0 P MEWS 

Difficult missions calling for precision 
Dying. 

► Good instnirrienLation and graphic displays. 



► No tilt on horizon when you turn, 

► When enemy is in sight you can"! break 
away and [here often isn 1 ' tune to get htm in 
your sights before you are destroyed. 

P- I couldn't hear the speech claimed on the 
cassette cover. 



GRAPHICS 


B5% 




SONICS 


se% 




GRAB FACTOR 


62% 


. J ■ L L P ■ ■ ■ ■ ■ UJFJC 
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S9% 





Miner Willy liisi appeared m Manic Miner a 
platform game and has graduated lo a multi- 
screen game tn which he has the iamiliar tasfc 
of collecting objects bom a host of flick-screen 
rooms 

The graphics are the same as in other 
machine versions, while ihe sound is compris- 
ed of an annoying jumping noise and a good 
little June. Unlike other machines we don ? 
have ihe annoyance of ftro versions of what is a 
classic game - just one gteat game 



o u 



Very Large playing area. 

Plenty of objects to collecl. 

Some well designed, fiendish screens. 

Compulsive exploration gameplay. 



► Horrible jumping noise. 

► The graphics havens been improved from 
other machine versions. 



GRAPHICS 




SONICS [!J|3 




CRAB FACTOR [^O 
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ARCADE 


ACTION 



KILLER GORILLA/ 
GAUNTLET 

Mtcro Pouirti. ES.S5 cms. jaf stick or keys 



A compilation of two classic arcade games 
Donkey Kong and Defender, one a platform 
game and the other a shooi-em-up. ao we put 
them in arcade action as a compromise Both 
(est your reflexes to the utmost and as a 
package represent great value for nwney. 

Kilier Gorilla has jour screens in which your 
girlfriend has been kidnapped by an nasty ape 
and you have to clnxib to the top of ihe screen 
to rescue her Each screen is composed of 
girders, ladders, lifts and conveyor bells which 
are made hazardous nor only by the threat of 
falling to your death but also by the things that 
the gorilla sends to stop you. Barrels and 
fireballs have lo be avoided or smashed with a 
iii.-: ::.e: which you can jump and pick up 



TTT 



MEWS 



► 



Two games for the price of one {and a bit). 
Gauntlet is better than Defend or Die. 
Both games have slick graphics 
Testing platform action. 
Fast and furious blasting action. 



E A D 


NEWS 


¥- No prizes fo; originality. 










GRAB FACTOR 




STAVING POWER EE 
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Beyond belief! 




Shadowfire and Spy v Spy at half price 



Now here's something to get excited About. In the 
second half of September two games are being 
releued which look set to equal Jtww about anything 
yet available «i the Amftnd. 

SHADOWFIRE and SPY ¥ SPY batre already been 
highly acclaimed on the Commodore 64 and Spec* 
tram, and all the rigns are that the JLmstrad venlooa 
will be just as good, if not better. 

We're so excited about the arrival of these games 
we couldn't mist the idea of making them available 
to readen of Amstrad Action at a price which, 
frankly , could give our bank manager a hernia. 

Just this once, dear, lucky reader, you can have 
these remarkable games (which are worth every 
penny of their normal retail price of £9.95) for the 
sum of, wait for it, £5.95 each, or, still more 
incredible! £9.9$ the pair. That coven everything - 
VAT, postage, packing, the Lot, 

Once yon "ve picked yourself up off the floor, why 
not send off now and youll get the prog* immediate- 
ly they're released. We doubt youll pick up a better 
buy this year. 



Now at last you can PROVE that 
you're one of the most skilful 
Arnold-owners m the country by 
getting your name printed tn Am- 
strad Action 

Basically you just use the form 
opposite to register your high 
scores on the games you're best 
at making sure fou fill in all the 
relevant details to help convince 



us your claim is true. From 
issue on we'll print the top scores 
on each game we get significant 
entries for 

Of course (he problem with high 
score tables is sifting out ihe 
cheats So \usl tn case any Amstracl 
user isn't as honest, clean, mor^Uv 
upright, etc, as the rest of its. we've 
worked out a unique system 



CREATE YOUR OWN CHARTS 




UNIQUE HIGH SCORE CONTEST 



whereby you the readers can 
challenge any score you believe 
lo bo mOated. Furious arguments 
me likely to ensue, reported in 
voyeuristic derail on our high- 
score page Youll love st 

More derails on this next month 
- but woe bende anyone cauqht 
exaggerating 



Everyone is interested 10 know shout other 
people's raves, so we're proud to inaugaurale 
the first nationwide AmsttadnLiwiier*' charts - 
the ones YOU create 

The forms opposite allow you to tows for 
your favounle guMs or tobnous programs, 
thereby helping them to receive ration*! rec- 
ognition in these pages. 

Tow have a sotal o[ ten votes at your disposal 
(or each chart and can allocate them any way 



yon wish For example, you can splash a& ten 
vote* on a single program, or you can spread 
them across up to five different games. The 
idea behind this is to end up with charts which 
reflect your preferences ad closely as poest 
bte Most other systems give an ujuair ad van 
fflf^e to programs which have sold welt but are 
only moderately liked, 

The difference between our two charts is 
ther the Games chart will cover any program 



imsnd&d purely for enten*inm&m (including 
adventures, strategy games, pussies* etc}, the 
Senaus Software chart will caver any program 
which has a serious use (business progs, 
utilities, graphics creators, etc), tn the case of 
99 per cent of software u should be obvious 
which category il belongs in. 

Get the idea? Then ktae the politician said, 
don i waste your vote. 



High-score entry 



I would like to register my high-scores in the following Am s trad games: 



GAME 



1. 
Z. 

3, 



SCORE 



TIME TAKEN 



LEVEL REACHED 



I promise these are genuine scores achieved without using cheat methods. 
Signed 



Game chart voting form 




GAME 



I would like to vote fox the following gaine{$>: 

SOFTWARE HOUSE 



1,. 
2.. 



3,. 
4.. 
5.. 



Total 



NO. or VOTES 



of vote* - 10 



Serious software voting form 



I would Uke to vote for th* following ptocafa) of ientnu software' 



PROGRAM 



L. 



4.. 



SOFTWARE HOUSE 



no, or VOTES 



10 



THE AA QUESTIONNAIRE 



Dear p sweet, kind reader Ton can do us ami yoaroelf a great favour by 
giving you careful corisi deration to this questiorLaaixe, We want as misty 
people as possible to return them to us, so that we know exactly what 
TOUR thoughts are on this fint issue - it should help us make future 
Amstrad Actions even better. 

Go on, flood us with paper. Oh, and don't forget to fill in your name, age, 
address, and phone number on the other side of the page. 




i 
i 



On multiple-choice questions please just circte 
the retevajii lerter. 

J. How did you first come fo know about 
Amstrad Action? 

t} Saw an advertisement in Amstrad Comou- 
ter User. 

b) By word of mouth 

c) Just noticed it on the newsstand, 

d) Other (please specify) 

2. Please give a rating from 0- 10 for each of the 
following regular magazine features according 
to how much you like them. 

Ed lines {editorial page) 

Amsoene {news, gossip},.. 

Action Test (game reviews).,. 

Biz Progs (business software i . 

Plug- ins (add-ons}... 

Adventure. 

Cheai mode (playing ttps), 
Competitions... 

Toot (the margin character).,. 




3 Which of the above would you bke given 
MORE space? 

4 Which of trie above would you tike given 
LESS space? 



5. Please give a rating from (MO for each of the 
toUowtng H one-ofT features; 

Cover + page 3 
Talking Amstrad (piMU 
Amsofi interview (p33). 
Arnsyckspedia. 
Dun Darach map (pS6).. 

6. Do you feel the magazine is (a) over-priced, 
(b) under-pjrtced or (c) about right? 



7, Looking at our system for reviewing 
please TICK any of the following points you 
particularly like and put • CROSS next to airy 
you dislike 
The way we label many scrwn-photogiapto 
The summary of games under Good news/ 



The headings Graphics, Sonics, Grab Factor, 
and Staying Power. 

The fad that we use percentages to rate a 
game. 

The (act that we use tinted bars to grve a 
visual indication of the percentage 

The presence of a. "Second Opinion 4 com- 
ment 

The overall "look" of the Action Test pages 




8 In casta where you were familiar with a 
program reviewed, how often did you basical- 
ly agree with our verdict? 

a)Always bJJUmOSt always c)Most of the 
time djOnly some of the time e)HardJy ever 
f)Never 

9, How could our reviews be further im- 
proved? 

JO. Please put a lick by any of the following 
features you would like to see introduced DO 
Amstrad Action, a cross by any you woufd 
NOT like mtroducacL 

Type -in game program listings 

Type-in utility Listings 

Articles on programming in Basic 

Articles on p rogram ming in machine code 

Review* of educational software 

Amstrad book reviews 

A cartoon strip 

A game? high toon table 

Readers charts for games software 

Readers charts for business software 

«« 




13. Now about you. Which of the following 
most dowry describes you? 
own an Amstrad. 

b) Someofie else in your family owns an 
Amstrad. 

c) Yoti have regular access to a friend's 
Amstrad. 

d) You dont have access lo an Amstrad but 
are (hulking of getting one. 

ejYou donl have access to an Amstrad and 
arenl thinking of gertang one. 

3 3. Which Amstrad model (and type of moni- 
tor) do you umiUy use 7 

14. Circle any of the following add ons you 
have regular access to 

CUtn disk-drive Printer Joystick Modem 
Serial interface Ught pen Speech syntheszer 
Sktewtys Rom TV modulator Other 

15. Do you have any other comments or 
suggestions to make on the magazine (please 
send a separate letter if you wish!)? 



WIN £50 OF 
SOFTWARE! 



All the completed questionnaires 
returned to u% by the end oF Septefn 
hat will be placed in the boor of the 
publisher * clapped out Fofd Fiesia 
and taken lor a bone shaking spin 
round SomertOfi's beauty spots I both 
of ihftm). Having thus been thorough 
ly shaken up THREE quistionrtatrt s 
will be selected and Iheir owners 
will each he a sled to choose them 
selves, gasoA f50 worth of software 
al our expense V^u vt: got to admit, 
that's better than a slap across the 
belly wrtti a wet cod-fish, Standby 
for the results in two issues time 

Needless to say, the winners will 
be selected wilhoyl WITHOUT refer 
ring ed any opinions rhey may have 
expressed on the questionnaire. You 
must give us your HONEST opinion 

Incidentally, if you prefer not 10 
send in this actual page, a top* will 
do tint bul only one que ska nn aire 
per person will be admitted 



I 

I 

I 



] 1. Do yog have any comment on the overall 
Ion* ol the maqazine* 



i 
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Honey soft 

TK COMPLETE CXPJlNJtON STSTEM FOR AJW5TJUID COMPUTERS 

CFCW* CPC&lsa 

A ru^ flf few VPVWB mcjp tw ApuHhI ronqntaiB. dul tmt 6*i miad tm^UMr 4Ad U* POOll? 

TWO CUlNWlt Cp. m omly *sj31 firrrRFACE Ml 
two caunvEL cp/m iwd hjic hp nmitritE aMi 

EUkU MrlaJ inrarfac-M if* buJI 1c Lh» Jlmprdi r*nnmm*na*d 1^233 muj IniVlfica nuuiarct eruunngi 
i^arnp^H* luTdmra ccmp*1ibiJLly. 

I BIT CEfmifl HICi MiSimL P&W1 AND It Uf PAMLLEL IHTERT1CE «3.*S 
A racd dMgud to Btfifl *"ii JSfl ASCII tiftdft* Kr 4 p«r4Jl*J pmwr, wrUOffi *J*C ^r-it iq -rq ll .. O 
LkrMii loi control ApiaL^4^944- * 
1 *OMTT imEWA.TI MM EXTUSIOH CUP II4-V9 

» *xpla0 eta* jMnwrftul hAwpvti ROM ixpunor c*p*I»1>»t 4< fljMtnd <t?r*ij?^F" 
A»r Pii^tar Stt ROMS Th* tr^rAmq ingi of KOH trtAwirt Mft tttMw 

AAKOK MAX AM AMWbfer 
AJtKOJt FPOTOT Werd Rtp rui P T 
A3W0P UTOKA &A£C liqlw *0« 
HZW ■** 

A hHr jodil RDM cud *l--..-;*j;v d»gruKl ioc lhe AJLNOfl Ai>l tllM 
F*f lurSwr injDrtnj.il at pl*u» nod i LArg* SA3S Hi bag rr.DdHr o< corr,pu1»i. Id: 
HOHETSOfT LMTED ALL TIUCEfl WCLUPE VAT am:) DEUVERY 

34 CXESCCNT ROAP 

UtOmv&OD E^SEJC CMji 9p T*l 0277 2L79H 



ASTROLOGY 
for beginners 

Teach you If a^troiogy muift ymir Aj^^UW^ 
A Starter Part conripriiing a simple program to calculate a horascope, an 
iitrodyctorv book'm find 2 utMeaeflprig prograrni N to imarprit the hojoscope I 

only £11-50 

No prcYUHii knowledKe required 

AJ50 manydihef programs lot rrwr« eMpflrpencedasf rotofurs 

p: 'e ase send mi the Ast rol ooy Starter Pack for the Amstrad 

\ endose 9 chequWPO.U.K .for £11. 50 \inc p&pt. Outside UK add 50p; or, 

s encios^ a Ear^esae for frw catalogue 

Nam* + .„^„ i+ nrr-.T"""" "if- -1.1 ■> 

ACM! reSS —MrrriirrMiiriiliiiHi LiiiiuiliuiiiKjiirrriHmiK irniK Mink •••iirriiii rNlM+Hkli 

ASTROCALC (o^iaai^? Peascroft Road 
Heme! Hempstead, Herts HP3 8ER Tel : 0442 51 BQ9 



MIDLAND COMPUTER LIBRARY 
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3 MICRODISKS 

FOR THE AMSTRAD 



1 0 Top Quality CF2 3" Microdisks wrth 
FULL LIFETIME WARRANTY 

ONLY £39*95 inc. 

Price intfiiHYt Of YrAJ « 

DcltofY FREE throughout the UK. 
Export Orders and Bulk Order Enquiries Welcome 



P1ci4C Send Cheque*.- Poi-tJ I Order* to: 

{Dcpt A A } *m 
1 1 Otindlc Drive, Nottingham, NGS 1BN 

T«tephOnc (0602) 7f Q3 10 ' 
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AIR WOLF 

Amwft/Elfta. EMS cm. jgyiljck only 



People don t dream about driving trains any 
more but about flying helicopters Here you ve 
got the chance fa play Smngfeliow Hawke of 
TV prog fame You pilot a chopper which is 
very sensiiwe id control as you try to man- 
oeime inside an underground cavern com- 
plex ihai scrolls as you move between screera 
Your job ls to rescue five tapped scien- 
tists by destroying The defence conirol boxes 
positioned around the caves The boxes are 
small cubes with a little blue button on lop 
which disappears when shot 'Phis will open up 
another area of She cave for you unless you've 
shot a dummy box or done them in the wrong 
oider 

Mot much is given away about what you 
have to do but itus does make the joy of 
discovery even greater when you work out 
pad of your task The difficulty is compounded 
by ihe bd that your tune runs out extremely 
fas? and you re nor told how to give yourself 
more (I m told there ts a way] 

The caves are packed wilh hazards r ha' 
call lor very tight control of your chopper as 
well hirtous concenttaiion Gravity constantly 
pulls you down so you have lo keep pushing up 
on trie pysiick to stay airborne although when 
you move left or right you automatically main- 
tarn height You have seven shields that are 
gradually bumped away when you hii Things 
and can l be replaced Some collisions prove 
insanity faial if you re caughi on ihe turn or hit 
a nasty defence device. 

The hazards are numerous and at first all 
too easy to hit Light blue walls can be shor 
through but this has no effect on the rest of she 
robotic inhabitants These include rotating 
radar towers, robots that look like satellite* 
moving poles with a charged nng around 
them rockets blasting Barnes electric barriers 
and even a remote control camera 



As you get better at control it is possible to 
get past aU these hazards bur it may take a 
very long while before you can crack this 
aame (I didn't) 

3W 



DUN DA R AGH 

Gtrgoylt Cwv ft * uu, My» umy 



I • 
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► Colourful and detailed graphics including a 
nice helicopter 

► A really tuxd task calling for great move- 
ment precision. 

► Nice (at first) rendition of theme music 

► Some imaginative, if diabolical, hazards 

► Great joystick sensitivity practice 
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► Control and frustration iactor may b& too 
much to stand 

► If you do gel impossibly stuck, may not be 

rewajding. 

► There aren't that many screens, 
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STAYING POWER 
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SECOND OPINION 

Graphics werv very impressive m ihetr 
contentful ehunkiness but themmtc w&$ 
maddening after a btt So was the game 
Control js exceptionally difficult and the 
puttksarefmndisti Yw wont get wry far to 
begm with but you'll prabaWy be back for 

more 
PC 



Avoid th*»* r*du 



The «e entity 
camera pfttfflii 
along ch«- bar. 



uifly but tune Li 

rtyitiir.ij dtl«. 




Th» control box 
mental bet we en 
two tphtmi Uid 
hMM to b* bcatbe^ 
tiotxi Alton. 



Your ihleld* are 
gone - the next 
hump wid kill yon. 



Tbt secret and ancient city of Dun Darach is 
ihe setting far Cucbulainn :he Great's first 
adventure on she Aratrad You can seo bom 
our debited map overleaf of the maze of 
streets, shops and houws thai the aty 13 full of 
places 10 explore and jobs to be done 

Your task is to rescue yam charioteer 
Loeg who has been captured by the server ess 
Skar and impiisoned in the city Akypq The a i 
there are many things to be done - if you can 
take your eyes off the amazing animation of 
Cuchuiainn and the other characters 

The top half of the screen shows you and 
one side of a city street with a 00 rn pass to 
indicate direction, while the bottom half shows 
what money and possessions you have. The 
picture scrolls left or nghi as you move, but if 
you want to change direction to move Into" or 
'out of the screen a? one of the many intersec- 
tions, you must first press a key to change the 
ww of the scene by 9C degrees At first this is 
confusmg - but our map could help, 

As Cucftulainn moves his hair flaps in ihe 
breeze and his walking action is wonderfully 
animated You re to Id what area o* the aty 
you're in as well as all having the streets and 
shops named and the houses numbered You 
can enter buildings where you may be able 19 
buy. sell or store objects, gamble or make 
important discoveries 

The other inhabitants of the city appear 
as two basic male or female characters with a 
code letter to indicate their rfennty Some may 
help you in obtaining objects or information 
while others may rob you of your possessions 
There is even a little rat thai scumes around - 
fortunately you can 1 pick 11 up 

BW 



* Brilliant animation of ill characters. 
Large city playing area including shops and 

houses 

* Lots to do 

► Terrific atmosphere 

► Nice packaging and instructions 
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p> Keyboard control will take some tune to get 
Hied to r 

► May take a while 10 crack a problem and 
get into the game 

► Nothing significant in [he way of sound. 



GRAPHICS t?!H 
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SECOND OPINION 

Cuchulsinn looks likG a reaJ rougJtnecjfc: out for 
some aggro, and so far we haven't found any of 
th&t. Trading and strategy are more important, 
lis good to have so many cleverly-animated 
characters to wreracr with even if many of 
them do cause nothing but trouble. This is 1 
difficult game, but rewards the efforr rr dm- 
mands. 

PC 
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The A-2 Street Map 




Each building a 

?f**f umber itoTan^L™ ^ numbei « 
bonus m^*^ [oJd^L? * * 

^ tanking* ^Lr° U Jr *> « r«w of 

house flurfliwiB are du^c^Jj 8 "»P of the 
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DENIZENS OF 



DUN DARACH 



MAMA, i™ i jtAEN- should be avoided at all 
c«& since they an pickpocket* and Juuglan 

m for taoee Km or youia kwc everything 
PITA lovei jewellery tnd * flood utter. 
HTBE: Galfcciafi pilot, lo bt avoided if you've 
sioicn fomrtUng- ^ 
MS OR gentlewoman who like* boofci- 
DAIN; Irfend of Moot ud a myaliC 
I ■ mmkhfti who will erchaage bii wart 

fat a fUJ- 
TETK . fbi J*il« 

SKUR the *okoww - «*n tan lnvidnl* e* well 

U OMltfi 

LOEC: fonur beat mate. TnO one yoa'r* trying to 
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CoMklnn 
Broke* 
Gallery 

a*raJd 
Portal 

Gum 

Jtaynyer 
Ladyda 

MiiutreJ 
JUcnomin 

Gallery 
Pojtal 
Maoiea: 

^■*dl>00jr 

TEffaSsHsr^ 

H*il PaihoJ 
Bail Duct 

Bertw 
Gallery 

JI#Otn#cary" 
Broker 
Portal 
******* 

Mercer 
Barber 
FajjDet 

Carpenter 
Sworo^yt^ 

Fletcher 
Awaottrar 
£>rap#r 
ApQfhccary 
Grocer 

Viniaer 
Salter 
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'50 copies of the 
Melbourne House karate 3* 
smasher to be won in our cut-up competition" 
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WAYkOF THE FIST 
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Available for Commodore 64. Speclrum 48K and Specirum + Coming soon : Amstrad and MSX 




FIREBIRD SOFTWARE ■ WCLLI^GTON HOUSE 
UPPER ST MARTIN'S L ANE LONDON WC2H 9DL 



i O Firi^0 i$ii"t&tieMarii off British fetecamrnuntca&orapte 
\±J EWe *a Thacfc! Marit qF tapmsdM Ltd . r Acomsofc TOW < 8T 



A FORMIDABLE FOURSOME 

BIG NAMES TO CHALLENGE 

ONLY THE BEST 
OF YOU! 







The 
NhverEnding 
Story. 
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Ocean Software is avatabie from selected branches at JSP WHSMITH r dmVW , lt WOOWOKm LASKT5 Rumbelows Gree™ 

Spectrum Shops ml all good software dealers. Trade enquiries welcome. 

Ocean ***** UmKfl How 6CenCrtJ S«r~[ fW«irf M3 Srfi TtfcphoreO&t Bp toll Teto* 6*W? QtMHiG 



